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1: Purchase two of the SEGA™ Genesis™ games listed above between June 15,19% and September 15I99h, orwhile 
supplies last. No substitutions permitted. 2; Submit the original dated cash register receipt(s) for your two new 
games [receipt(s) must be dated between June 15,199A and September 15,199AJ No photocopies will be accepted. 

3 : Cut out and submit the UPC codes (bar code symbols) from your new games. No photocopies will be accepted. 
4 : Include a check or money order for 13.75 U.5. dollars (no cash, stamps or COD's) to cover shipping and handling. 
Make check or money order payable to GENE5I5 BUY 2, GET If REE Of PER. 5: Complete the information reguested 
No photocopies will be accepted. 6s Mail all of the items requested to: 


From the list below, please rank the games in order of your preference (I to 8,1 being your first choice and so on) and Sega will send you one of the ranked games. 

Failure to rank your choices will result in Sega’s selection and shipment of one of the listed titles. Sega's selection will be based on availability. 

_Eternal (hampions l, (IIV>)_5ub-Terrania"(l55l)_GunstarHeroes"(l077)_Sonic Spinball"(l537)_Chakan the Forever Man"(IO«) 

_Shinobi III: Return of the Ninja Master”(ll36)_Dr. Robotnik's Mean Bean Machine"(l706) _.The Ren 8 Stimpy Show ,M presentsStimpy , s , lnvention (1068) 


A GREAT DEAL 

^■IN THE FACE7I 


FOR A LIMITED TIME, BUY ANY2 OF THESE EYE-POPPIN', GUT-WRENCHIN' GENESIS™ TITLES, 

AND GET 1 FREE FROM SEGA™ (pay only for shipping and handling). Choose from: ETERNAL CHAMPIONS", 
SUB-TERRANIA “ GUNSTAR HEROES™, SONIC SPINBALL™, CHAKAN the FOREVER MAN™, SHINOBI III: RETURN of 
the NINJA MASTER™, DR. ROBOTNIK'S MEAN BEAN MACHINE™ and Nickelodeon's™ THE REN & STIMPY SHOW™ 
presentsSTIMPY'S™INVENTION. It's a no-strain, pure-gain deal! All you have to do to get your free game is: 











ANDREW COCKBURN 


JODY SELTZER 
JACOB RISKIN 


SOFT SANK, MARK CALENDAR/WORLD COLOR, AND) FELL, KENYA, 
RANDY, DAVE PERRY & STAFF, KEN, KIRK, TERRY T„ PAMELA K„ AND 
ALL OF OUR READERS... AND BESF WISHES TO OUR FRIEND ROB BRODY! 


Let’s get down to the business of gam- As a member of the media, I would much 
ing. Once again, the Summer CES is upon rather do things as we are this year with 
us, except this time it won’t be quite the Sega. Sega is holding ‘Game Day’ explic- 
same. For the first time, Sega of America itly for the media, it’s kind of like our own 
will not attend. Electronics Arts, and sev- little CES. All of the publications are invit- 
eral other third parties, also have elected ed to see all the new product, that would 
to sit this one out. This makes sense in normally have been shown at the CES. 
more ways than one. We fly up, get quality time with our con- 

The Consumer Electronics Show is held tacts, have a nice dinner and its back to 
twice a year, for one reason. That is to business. While there, we can plug our 
give retailers a hands-on look at what High-8 recorders directly in, therefore 
they will be selling for the season ahead, bringing you better shots and information 
It is not for the media or the public. It is on Sega’s end of year product. At CES, 
up to the individual companies, through doing this is not only inconvenient but it 
their print and TV advertising, and takes time away from the retailers. Often 
GameFan, as a trade publication, to show times, we end up filming a screen or 
you what lies ahead. Sega’s dealer show scanning a brochure, and that does not 
in Florida is a better and more cost effec- translate well onto the printed page, 
tive way for them, and their third parties, The third party companies simply aren’t 
to serve their retailers. That is why they set up to accommodate us at CES. So, the 
will not attend the CES. same strategy could apply to them as 

Personally, I’ve been to - well. We would much 

the last nine CES’s and “For US to drag half the Staff rather either pay them a 
they have each become across the CQunf nof on/y visit, or simply have them 
more costly to attend and . . / send us slides or “pict.” 

more confusing. We, as the cut . s mto our alra ady f Mes of thejr upcom j ng 
media, are scouting the heinous schedule, but it product. There is also the 
floor to obtain information costs a ton of money. “ issue of time and money. 

for our readers, while the - For us to drag half the 

buyers are making the rounds so that staff across the country not only cuts into 
they can make informed purchasing deci- our already heinous schedule, but it costs 
sions. At the same time, thousands of a ton of money. I would much rather put 
show-goers (outside of the industry) are that money into our product. I’m sure 
clogging the aisles, as are the residents many of the third party developers feel 
of Las Vegas and Chicago. Contrary to the same. 

popular belief, all you need to get into I hope that Nintendo and the other major 
CES is a business card. It has never really companies will follow Sega’s lead and 


been “industry only”. 


ultimately do away with CES, in an effort 


The January show in Vegas was a fias- to serve the retailers, the media, and you, 
co. The show was too spread out, bogus better. We will attend the CES this year, 
tents were used to house huge, expensive and will continue to do so for marketing 
displays, traffic was a nightmare, as was and promotional purposes. But, in an 
parking, and everyone’s nerves were on effort to serve you better, we will continue 
edge. You’ve got this over crowded and to support alternate means of informing 
costly show where it has become increas- the retailers, the public, and the media of 
ingly more difficult to make any kind of the goings-on in what is becoming a mas- 


impact. In addition, the planning and actu¬ 
al set-up can be a nightmare as well. 


sive new industry. 


210, Agoura Hills CA 91301 . Application to mail at se 
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-^£AM PLAYERs 


FIGHr -r/v c 


GENESISEXTRAS 






AM AMCIEMT CLAM WITH THE POWER TO TRANSFORM 
IMTO FEARFUL MONSTERS STAMPS POISEP TO 
PESTROY ITSELF FOR A GOPPESS WHO WILL GRAMT 
THEIR EVERY WISH... 


OME HERO MUS T FIMP 
THE SIX KEYS TO 

BAMISH HER FOREVER.... 


AGG8GGHH" osje false 

MOVE AMP WE'RE HISTORY TOAST. 

emp of story 0AMB OVBRH! 












SHOULD HE A TTACR WITH A BARP OF BIGHT VALIART 
WARRIORS OR SHOULP HE PULL UP HIS ASBESTOS 
URPERWEAR ARP SET FORTH ALORE RROWIRG 

HIS NEXT STEP A!AY BE THE LAST?? 


' YOU THINK THIS IS 

JUST A GAME*?! 


BREATH OF FIRE, 

A REP-HOT U-MEG 
EXTRAVAGARZA FROM 
SQUARESOFT. 
"WHA T RPG FAR CAR'T 
GET EXCITER ABOUT 
A GAME LIRE THIS? 
...COULP EASILY ERP 
UP BEIRG THE BEST 


3/4—BATTLE PERSPECTIVE! 
ANIMATED MONSTERS! 
NOW YON'RE PLAYING 
WITH FIRE!!! 


__ 















'AGE 103 


•AGE 87 


GENERATION*VIDE& GAME MAGAZINE 


Editorial zone 4 
Most Wanted 12 

* Hocus Pocus 16-20 
The Adventures 
of Monitaur 25-28 
Viewpoint 30-31 
DHNN- Rocket Science 36-37 
Sega Sector 41-66 
Special Report: Sega’s 32x 60 
E. Storm Import MD 68 

* Planet SNES 71-96 
Enquirer's Import SFC 98 

fes 3D0 Zone 100-102 
IlStorm Import 3D0103-107 
MK2 109 

* GqmaEon Onimlo 111 IO/j 


GameFan Sports 111-124 
Hands On 126 

Savage Amusement 128-131 
* ^apan Now 132-134 
:4 Eippa 136-137 
-Hither Stuff 138-139 
eister 140-141 










Lift-off! Use Skate’s 
shreddin’ airborne 


Axel and Blaze are ' 
back and getting their 
kicks with all new 
Martial Arts Moves! 


' Go electro! Mr. X’s 1 

minions meet their match 
in Dr. Zan’s electrifying 
Robotic Reach! 


It’s an all-out turf war featuring MORE weapons, MORE moves and MORE outRAGEous 
action than ever before. Mr. X has hatched the ultimate evil plot-but what he didn’t count 
on was a bone-crunching counterattack from Blaze, Axel and Skate, together with an 
all-new character, Dr. Zan...and a surprise helper! It’s 24-megabits full of jump kicks, 
power-slams and spin punches set to thrashing digital sound and plasma-pumping music! 
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Entertainment Systems 
Mail-in offer only. Orit 









The new arrival has disappeared. 


s Jolting 


Evil nanny, Debbie Jellinsky, has stolen Baby Pubert and 
only you, Uncle Fester, can save him. Team up with your 


Movie-like animation creates 
graphics so brilliant and detailed, 
you don’t just play Fester, you 
are Fester. 


jride through 42 levels of outrageous role-playing 
■ adventure—Addams Family® style! 


Revolting 


As Fester, you’ll venture through mysterious 
K gardens and goon-infested swamps. And 
Wk use your bag of goodies and Addams 
charm to gather clues from your zany 

Hb relatives, and con Debbie’s “loyal” friends into helping you out- 


It’s endless Family adventure with 
challenging puzzles, word games 
and spooky mazes at every turn. 


for a price! 

Addams. 

; It’s a jolt of electrifying role-playing 

i fun only the Addams Family can 

■deliver. And with a little family -fo solve this mystery, you’ll need 
I to use your stash of secret keys, 

B , . ,, r a 11 • spider eyes, headless teddy bears 

advice, and lots of Addams cunning, and magic potions. 

you’ll be able to rescue Pubert and put Debbie where she belongs... 

in the hot' seat! AP' * wr 

And It’s a Scorching Deal. 

More Shocking Family Values 
and Up to $2.50 Back! 

Now and through the end of the year, when you purchase Ocean’s “Addams Family 
Values” video game, AND rent Paramount Home Video’s “Addams Family Values” 
videocassette from your local video retailer, you can receive up to $2.50 cash back. 
See inside video game package for details. 
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n a list of your top 10 favorite games and the 10 games you want the mo 
GAME FAN TOP TEN 5137 Clareton Dr., Suite 210 Agour 


. Super Metroid (SNES) 

>. Sonic 3 (Genesis) 

}. NBA Jam (Genesis) 

X. NBA Jam (SNES) 

5. Mortal Kombat (Genesis) 

6. Sonic CD (Sega CD) 

7 . Tempest 2000 (Jaguar) 

8. Mega Man-X (SNES) 

9. Street Fighter 2 TE (SNES) 

10 . Lunar (Sega CD) pp 


NES GENESIS GAME GEAR 

on ® JUS 


JBe'al Kombat 2 
2 ^er SF2 Turbo 

3 - Fantasy III (SNES) 

4 - Read Rash , 3D0) 

5 - Phantasy star ,y (c 

i-^nsteinso ^ 

Predator,Jagoa,, 

2 Eternal Blue(Se9aC0) 
IB 2 (SNES) 

1°. WrtSia Fighters (Saturn) 


^pichard Peart of AtlantdflrA v 
Jerry Olinsky «|f Mesa, AZ 
Austin Young of Mapte^Grove, MN 
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Help Wanted 


& 5 color, must know perfectors, 2nd shift 3- 
11PM 0/T required Good benefits. Call 
Dennis at 555-4254 for appt. 


PROGRAMMER - Pos. av_. 

Indlv will asst MIS mgr, maintain & support 
IBM 36 running RPD3 Min 3 yis exp. Fulico. 


1 3 yrs exp. Fuhi 

, H uv „_d for pos., senu 

resume w/salary histoty & min req' mis can 
555-4254 


PUBLISHING NWPublisher. opening f( 
skilled word-processor, Windows 
Microsoft WORD desirable, Spot 


„ K ..t, plus general of_ _ 

resume to Editorial Dept. Suite 555,1 Inter¬ 
national Dr. Morristown, NJ 555-4254 


1C. INSPECTOR Quality control inspector 
needed for first piece and layout Current 
knowledge of QC req'd conforming to latest 
MIL STDS. Full benefits 555-4254 


DEMOLITIONS 
EXPERTS WANTED! 


Super-rad summer job 
available from Takara. Must 
have experience at alien- 
repelling, 300 foot leaps 
and creating tidal waves. 


• Great uniforms! 

• Cool masks! 

• Super powers! 

Bosses are tough and have 
big teeth! Apply immediately 
for King of the Monsters 2 
at your nearest video game 


INSTANT 
AVAILABILITY OF 
TAKARA GAME TIPS 

Takara game support is now 
available in the Video game 
Publishers Forum on Comp¬ 
uServe. Type “TAKARA” to 
access this area 24 hours a day. 


FREE! KEY CHAIN 
WHILE SUPPLIES LAST. 

Get a free King of the 
Monsters 2 key chain. Write 
your name and address on an 
envelope and put two .290 
stamps on it. Put that enve¬ 
lope inside another and mail it 
to Takara, Dept. KOM2, 230 
Fifth Ave., Suite 1201-6, NY, 
NY 10001. 


Your First W88k! Flexible hours Start Today HI 


L ESTATE AGENTS Exp’d a must, 
rid be proficient In computers, Windows 
licroSott WORD desirable, plus general 
- -*-ies. Send resume to Editorial Dept. 

1 International PI. Parsippany, NJ 


Jon. No experience necessary. W- 

school. Excellent opportunity to learn: 
the Real Estate appraisal field, with a (,.... 
inti revaluation company College degree. 
























Brutal Sports Football™ 
Telegames 


WOLFENSTEIN 3D™ 
Id Software 


Rise of The Robots™ 
Time Warner Interactive 


This is just the beginning for the Atari Jaguar 64-bit system. There are a ton of 
new games on the way for ’94 designed to harness Jaguar’s insane power. A power that’s rapidly 
making other video game systems history. 

Experience sports games so intense you’ll feel the turf burn, combat games that’ll 
drain pints of your blood, and dizzying virtual reality games like Doom and Alien vs 
Predator. Can you stomach a few thousand body blows? You’d better because in Ultra 


Battlewheels™ 
Beyond Games 


Bios Fear™ 
ASG Technologies 


Ultimate Brain Games™ 
Telegames 


Games 


Pinball Fantasies™ 
21st Century 


Ultra Vortex™ 
Beyond Games 
























Doom™ 
Id Software 




Arena Football'" 
V-Real 



Dragon’s Lair™ 
Readysoft 







Vortex, Kasumi Ninja and Double Dragon V, we’ve taken brawling to the 64th level. 

What makes Jaguar games so awesome? The raw power of 64-bit technology that 
adds CD-quality stereo sound, 16 million colors, and incredible 3D animation. No wonder 
it was voted the best hardware system in Europe and America. And it’s the only system 
made in America. 

This is just a preview of what’s to come. The Atari Jaguar. 64 bits. Do the Math. 































FULL WEAPONS 


Presented By 


CAPCOM 

FULL MAP CODE 


STAGE CLEAR 

INVINCIBILITY 

; it s i? ~v 

£ 


filial ife 


m 


• ■ ’ 

FLOOR SCORE ITEM . H.P SHOT c 

M 100 0 I00Z 200 5 


While in the map screen, l-l iqq q >§ iqq/ 2M 5 

enter: R, Up, B, A. Now go ...... . ...... 

back to the reoular screen Whlle ,n the map screen ’ Whlle In the ma P screen, 
S'I' 5S ° re ®" enter: Up, B, R, B. Now, enter: B, Up B, A. When 
y a Y® a when you return to the nor- you return to the regular 

weapons and they will be ma | game scree n, you’ll screen, you will be invinci- 
fully stocked! advance to the next level! ble! 


While in the map screen, 
enter: A, A, Up, B. Then, 
return to the fighting 
screen and finally go back 
to the map screen and it 
will be completely opened 
up! 


LEVEL SELECT!!! 


EXTRA CHARACTERS!!! 



At the name entry screen, enter these initials; 


@| & Iplr 

Ejf 


l i 4J® m 

iS: - * !! _ 

To play the sweet guy after you defeat hin 



(as shown above left). Now choose that character and go down the “A” button, die and continue. You can now pick 
to the stage select screen. The entire map will now be him in the character select screen. To play the 


opened up, allowing you to start at any level, including 
the last boss...Dracula himself! 


STAGE CLEAR!!! 


Kangaroo; at the title screen press and hold Up, and “B”, 
and then press Start. Now when 
you are in the character select 
screen, he will be there! 




At the title screen, (shown above) enter: Up, Down, Left, Right, Up, Down, 
Left, Right and you will hear a voice say “EXCELLENT”. Now, while play¬ 
ing the game, press the start button to pause then press B and C simulta¬ 
neously to clear the stage. 


rj 









CAPCOM 


of CAPCOM, Co., Ltd. Super Nintendo, Nintendo 
[ Genesis are trademarks of Sega Enterprises, Ltd 


registered tradenu 
.merica, Inc. Sega < 


' CAPCOM. CAPCOM i 
lemarks of Nintendo i 


© 1994 CAPCOM. Super Street Fightei 
and the Nintendo Entertainment Systei 






All 80 Passwords !!! 

Level 27. SURF UP 54. STORMY WEATHER 

1. ROUND ONE 28. PENAL COLONY 55. STAGE COACH 

2. LIBERTY ISLAND 29. RELIEF ART 56. QUAY BORED 

3. STONEWALL 30. TRIBAL DANCE 57. SPLASH DOWN 

4. G-MEN 31. SODA FOUNTAIN 58. BUG POLITICS 

5. GO WEST 32. PARKING SPACE 59. SHAKE SPEAR 

6. LEMON ENTRY 33. PIZZA DUDE 60. SCHOOL ZONE 

7. WAGON WHEEL 34. CROW FLIES 61. PINK MARBLE 

8. OIL DRUM 35. TILED ROOF 62. ROLLING PLAINS 

9. MOON ORBIT 36. SLATE MISSING 63. ICON DRIVE 

10. HARD ROCK 37. OPENING TIME 64. CARROT TOP 

11. TRIP AND FALL 38. INNER PEACE 65. QUILL PEN 

12. ALARM CLOCK 39. BAD DOG 66. TUTTI FRUTTI 

13. BIG COUNTRY 40. SOUR BELLY 67. PUBLIC ENEMY 

14. HOG TIED 41. LARGE MUG 68. BIG END 

15. CANCAN 42. HALF A BET 69. TAN PARLOR 

16. CUTE MOUSE 43. SING SING 70. NEVER READY 

17. SPANKYPLUG 44. BROWN COW 71. SHARK FANGS 

18. PONY EXPRESS 45. IRON HORSE 72. STOOL PIGEON 

19. PADDED CELL 46. WHITE WHALE 73. PROM QUEEN 

20. LOG PLUME 47. BOX OFFICE 74. RED LETTER 

21. CANVAS SAIL 48. CORNY FUR 75. CORN PONE 

22. GOLDEN ERA 49. ATOM CAT 76. BILGE PUMP 

23. WIDE SEAT 50. FREE WHEELING 77. SIXTY FOUR BIT 

24. BAD KARMA 51. BUSH FIRE 78. HALF MAST 

25. CRASH BARRIER 52. CAR BRA 79. WALKING BOSS 

26. LIME GLASS 53. PORK PIES 80. SPACE TO LET 




rHEiNCB^ D, Sh£ Some basic tips and strategies to playing the Hulk!!! 

LEjjj If -Ll Recently, I've read a couple of negative reviews on The Incredible Hulk, supposedly because 

f ; ~ -- r i it's too hard to avoid enemy fire. As a service to the creators (and you) I must disagree. Here 

II m ' s a s ' m P le diagram on how to defeat the enemies. It's really quite simple and basic. Jump the 

^ first bullet and time your punch so it lands just before the next. Then while your foe is 
stunned, grab him, walk out of range and pummel him. Hulk’s reach is longer than it looks. You can actually just 
approach and deliver three well timed punches. Don't be afraid to take a couple of bullets (if there is more than one 
enemy) while your walking back with an enemy in your grasp, there are power-ups everywhere. You really shouldn't 
loose a life until the third or fourth boss, once you have it wired. The bosses go down easy. I would hate to see a good 
game get passed on because of a rookie reviewer. Don't they know Probe doesn't make bad games? 









N)(^hen the 
medieval kingdom is 
ransacked by a mysterious Army, ivieriin 
charges King Arthur, Sir Lancelot and 
Percival with procuring the Holy Grail 
to rid the land of evil. On their 
quest, these Knights of the 
Round encounter more than 
their share of nefarious evils, 
putting their swordsmenship 


While King Arthur prepares for battle, 
Lancelotfyhts an enemy soldier. 


and bravery to 
the ultimate test. 
As they engage in combat with 
the leader of the dark army, they'll 
require every attack and defense 

maneuver they can muster. 
Its the very same fantasy 
action as the hit arcade 
game. Except you don't 
have to wait in line to play. 


NO KNKHT CUUD 
HAS EVER SEEN 
IMS mffl ACTION. 



© 1994 CAPCOM. Knights of the Round is a trademark of CAPCOM. CAPCOM is a registered trademark of CAPCOM Co. Ltd. 

Super Nintendo, Nintendo and the Nintendo Entertainment System are registered trademarks of Nintendo of America, Inc. For more information, call (408) 774-0400. 
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Energy Recovery!!! 

Igwmm^ i 


• ” «VV*J 

m 

f“■—• 

1 i 

gj 


Our mighty magician has the ultimate Super Metroid trick for all you Samus lovers this 
month! This code will refill up to 1400 energy points on your energy meter, reserve 
tanks included! You need to be down to your last 50 points or less for this code to work. 
When you get to that point, roll into the ball with your Power Bombs equipped, hold 
“Down”, “L”, “R”, and the button that sets off your Power Bombs (probably "X”) while 
the explosion occurs and Samus should be engulfed by a huge fiery ball with the silhou¬ 
ette of her inside of it! Now you can just sit back and watch the energy refill itself. 


Save Your Friends!!! 
SFsSS £ £ - :i ^ nr 


- 1 f* 


-9-0 


a a ss P-. 

!r 1 

I) i 

On the way to your ship, go 
to the spot shown above left 
and into the room where 
your animal friends are. 
Shoot the wall on the right 
and they will be able to exit. 
If you watch closely, you 
can see their ship escape 
from the exploding planet! 
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HOCUS POCUS CONTEST WINNER!!! 


Level Skip!!! 


Invincibility!!! 


Eight Continues!!! 

PRESS START 



c 

E 


Cool Power Ups! 
Isara-H a § ■ §Hj 

—■tsifimi ii *frala 


Which ending did you get? 

There are two different endings you can get. 
based on how fast you beat the game. If it 
takes you more than three hours you will get 
the ending on the left. Under three hours, and 
you get the Samus bikini babe on the right! 

B 
E 
F 
O 
R 
E 



You can perform these 
different power ups by 
simply equipping your 
Charge Beam and any of 
the other four weapons! 
The Power Bombs also 
have to be selected. Then 
all you have to do is 
charge the weapon by 
holding down the “shoot” 
button. When it is fully 
charged the new power 
ups will appear! 


While playing on any stage, pause the game 
and enter: Right, Left, Down, Right, and “B ". When you 
unpause, the Stage Clear screen will appear and you will 
go to the next stage. Pause the game on any 

stage and enter: “A", “A”, "A", “B", "B". “B". "A". “A", "A” 
and then unpause. You will still get hit by the enemies but 
will not lose any life! Thanks a lot for the cool codes Craig! 
All you cheat freaks keep em’ coming and maybe someday 
you too will own a cool GameFan T-Shirt!!! 


While playing, press Start _ 
to Pause the game. Then 
enter Up, Up. Up, Down, ^ 
Down, Down. Left, Right, 
Right, Right, “B", "A", A". 

A”, A”. Now when you 
unpause, there will be eight 
continues!!! 


\ Send in your 

tips and hints. If / 
we use your magic in Hocus_ — 

Pocus, we’ll send you an awe-_ 

some GameFan T-Shirt. Winners 
will be 

- notified by mail. 

'' Send Codes to: 

/ GameFan Magazine 
Attn: Hocus Pocus 
/ 5137Clareton Drive Suite #210 
/ Agoura Hills, CA 91301 

/ / , ' 












SLAY THE DRA60N 
OR YOURE FIRED. 


How much havoc can 
one red dragon cause? Well, 
in the Land of Malus, 
Gildress has totaled entire 
villages with just a few 
sweeps of his iron tail. 
When five townsmen decide 
enough is enough, they set 



The wizard treats the ogre to some 
fire of his own from a magical cane. 


out to save their country 
from this wretched King 
of Dragons. Join in on the 



This evil dragon shows no mercy 
when attacking the elf and cleric. 


adventure, arming your 
party with weapons, armor 
and magic. Slash your way 
through the seemingly 



endless creatures and 
hideous monsters that 
await throughout your 
journey. Reap the gold, 



Ice and slime-just two of the weapons 
used by the three-headed dragon. 


hidden treasures and 
other riches — your reward 
for restoring peace. This 
exact translation of the 
arcade hit is fiery fun. But 
dontblow it, or youll 
really get burned. 


© 1994 CAPCOM. King of Dragons is a trademark of CAPCOM. CAPCOM is a registered trademark of CAPCOM Co. Ltd. 

Super Nintendo, Nintendo and the Nintendo Entertainment System are registered trademarks of Nintendo of America, Inc. For more information, call (408) 774-U4UU. 
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Them 


THEM 

THEM 

THEM 

THEM 

THEM 

THEM 

THEM 

THEM 

THEM 

THEM 

THEM 



THEM THEM 
THEIVTTHEM 
TtfEM THE 
THEM THE 
THEM^ THE.... 
THEM THEM 
THEM THEM 



. Don’t let the innocent Demon Heads. Intergalactic bad- 

name fool you. Once they flip onto asses. When you shoot one, its 

you, they’ll suck you down pronto. horns live on. Nasty little trick. 



Pulsars. The electric eels of the 
cosmos. They electrify corridors. 
If you're on the corridor, you fry. 


UFO’S. Now you're surrounded. 
UFO’s fly above the web and you've 
got to get above them. Good luck. 



Fuseballs. The scumballs of the Warp Bonus Round. Too weird tc 

universe. If a fuseball touches describe. Just get there and zone 

your blaster, you're history. out for some serious points. 



Tempest 2000 is an intergalactic shooting gallery 
in hell. You’ve never had so much coming at you so fast 
in so many colors. Named the “Best of Show” at CES, 
you’ll explore 100 enemy-packed galaxies, experience 
outrageous Melt-O-Vision” graphics and powerful 3D 
polygons, and be driven to a frenzy by an original 
techno-rave score. There’s even an optional two-player 
mode. Don’t forget, Tempest 2000 can only be played 
on the powerful Jaguar 64-bit system by Atari. With all 
this action, no other system could handle it. Yes, you 
have a chance to survive. Yes, it’s a slim one. 


DOTHE 

MATH 


TEMPEST 2000 © 1 
Copyright 1994, Ate 


its: 1-900-737-ATARI. 95$ per minute. If you 
■mission before calling. A touch-tone telephone is reqi 
81,1994 Atari Corp. Atari, the Atari logo, and Jaguar are trade- 
trademarks of Atari Corporation. Developed by Llamasoft. 

/ale, CA 94089-1302. All rights reserved. 
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Cet ready for the most realistic game adventure ever. The VIVID 3D™ sound enhancement system from 
NuReality transforms ordinary game sound into an amazing 3D sound experience, What does "3D 
sound” mean? It means game sounds come alive all around you. It means you feel like you’re in the front 

row of a live concert. 
It means you’ll never 
listen to your games 
the same way again. 
According to 
Electronic Gaming 
Monthly magazine, 
the VIVID 3D "rede¬ 
fines sound as we 
know it.” The 
VIVID 3D is easy to 
hook up to any 
Nintendo, Sega or 

similar game system. You can also attach it to any computer equipped with a sound card. Thanks to 
award-winning* SRS (*)® sound enhancement technology, the VIVID 3D creates dynamic 3D sound from 
only 2 speakers, For a store near you, call NuReality at Why just play games, 

when you can be there? NuReality, 2907 Daimler St. 

Santa Ana, CA 92705-5810. Telephone: (714) 442-1080, 

Fax: (714) 852-1059. 








I CAN'T 
BELIEVE 
IT ENDED 
LIKE THIS. 
IT DIDN'T 
HAVE TO 
VOINOV. 
THIS WE 
TRAGEDY 
COULD'VE 
BEEN SO 
EASILY 
PREVENTED. 
IF NOT FOR 
THE ANGER.. 


WONITAURAND 
POSTMEI5TER 
EVEN TRIED 
TO REASON 
VITHHIM, 
(MOVING THAT 
THIS CREATURE 
VASACTUALLY 
A12 n. OLD 
BOY).... 


M ARETHE RE5?6WSIBM 
FOR THE DEATH OF W FATHER. 
THE BLOVMEI5TER! HOT 
OHLVVIU I AVENGE HIS 
DEATH By DESTRoyiNG you ALE 
L BUT IVILL ALSO 
i>v CONTINUE HI5 DREAHOF 
| CORRUPTING VIDEO¬ 
'S GAMERS EVERyVHERE 
m WITH HIS 
BAD GAMES! 


FVE DON'T WANT TO > 
HURT YOU. WE WANT TO ! 
HELP YOU. YOUR FATHER 
PERFORMED HORRIBLE 
i EXPERIMENTS ON YOU. I 
Lhe WASANEVILMANlJ 


r THERE VA S 
I REASONING 
VITHHIM. 
VEN BY RAGE 
AND SOME 
1STED SENSE 
FPATERNAL 
LVOTION, HE 







WHAT ARE YOU 
SAVING?! THAT 
COULD'VE BEEN 
.US DOVN THERE! 


f VHATA 

.WASTE; 


GAMER ANP 
IIP FAN 
HAPN'T 
SHOWN (J? 
WHEN THEY 
PIP.... 



r * 



[WEKNOW KID FAN. , 
BUT IT WAS EITHER) 
[ HIM OR US. r 


| WELL, AT LEAS^ 
THE BLOWMIE5TER 
CURSE HAS FINALLY 
[BEEN TUT TO RESTu 




CLEARS. 


ELSEWHERE THROUGHOUT THE 
NEIGHBORING COUNTRysiPE. 


BACK TO EARTI 


UH...YEAH. 
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HONESTY IS OUR ONLY EXCUSE! 


K. Lee The Enquirer 

SUPGR spa • GENESIS • CAPCOM • 40MEG • FIGHTING • 1-2 PLAYER • AVAILABLE JULY 


icr- 


On the one hand, this is Super GRAPHI 
SF2. I, of course, will play it 
religiously for a long time. The MUSIC 
graphics and animation are 


Super I GRAPHICS 9 Turn off the si 


TV and you’ve got a fantastic 
version of SSF2 for your MUSIC 
Genesis. Capcom can’t use 


■ been named Really 

I Super Duper Metroid. — 

THE ENQUIRER 


n your I GRAPHICS 9 Finally! Another SF2 game for tf 


outstanding for a Genesis title I CONTROL 10 the Genesis sound chip as 


ow the Genesis can do bet- | 
music and voice samples. - 
is game is 40 meg, and the 
ice and music are puny. 


music on the 16-bit Sega. In 

every other department from ORIGINALITY I 

control to graphics, the 40 - 

meg Super is perfect. Sega, 

now you know why they call it ■ 

the SUPER Nintendo. ^ W 


• I6MSG • ACTION • I PLAYER • AVAILABLE JULY 


Systems check: Graphics- GRAPHICS 8 Bubba and Stix is a good GRAPHICS 7 

Excellent, Music- Excellent, game but it’s a bit on the dif 

2SSSS “ 8 musk^are dec^ent" and ““ 7 

an e d 4 then P he yi just®u U mped a out S the C0N ™ L 8 graphics are great, but the CONTROL 7 

window he took his controller programmers went a little 

with him.'.'.can I have his Genesis? 8 overboard with this one. You PLAT NICK 6 

jy the papers read- _ i ust *' nt * yourself trying 

mysteriously jumped 9 (unsuccessfully) to do the ORIGINALITY 8 


last night...”. Use your old con- I 
troller, because you WILL throw I 
it. Great game, but too hard. 


again which takes something 
away from what could have 
been an enjoyable game. 


sound? The previous Sega ve 
sion had better sound, and it w 
only 24 meg. Super is good, b 


Remember Battletoads on the | 
NES? The game that took hours of 
gameplay just to get out of the | 


too hard. This is the ultimate chal¬ 
lenge for puzzle game enthusiasts. 
Unfortunately, I do not fit into that 
category. If you have tons of 
patience, go for it. You’ll be up for¬ 
ever trying to beat this one. 


DUTRUNNERS • GENESIS • DATA EAST • I6MEG ■ RACING • 1-2 PLAYER • AVAILABLE JULY 
































SUPER SF2 • SNES • CAPCOM • 32MEG • FIGHTING • 1-2 PLAYER • AVAILABLE JULY 


This is a tough call. 1 like 

(who wouldn’t?) in this ver¬ 
sion, but 1 prefer the control 
of the Sega version. I’ve 
never gotten used to the 
button configuration of the 
SNES controller. I'll play 

GRAPHIC 9 

MUSIC 9 

CONTROL 8 

PLAY MECH 10 

What a game! Capcom pulled 
out all the stops when they 
made this version. As expect¬ 
ed, the graphics, control and 
fun factor were incredible, but 
it was the sound that blew me 
away! The voices are sam¬ 
pled directly from the coin-op 
and the music is phenomenal. 

GRAPHICS 10 

MUSIC 9 

CONTROL 10 

PLAYMECH 10 

Capcom has done it again. As 
expected, the animation and 
art in SSFII are first rate and 

the tunes even surpass the 
coin-op. Even though it does 
not have Q sound, Capcom 
has the SNES performing 
sound samples that 1 thought 
weren’t possible on a home 

MUSIC 9 

CONTROL 10 

PLAYMECH 10 

ORIGINALITY 9 


this is a better game. I’ll call 
it a tie. Neither version is 
close to the coin-op. 

id 

games that will make 1994 
the best year for 16-bit. A 
game without flaws. 

94 

feet, but it is the closest arcade 
translation to date-next to SF2 
Turbo, of course. 

96 

H9HI 

WORLD HEROES 2 • SNES ■ 

TAKARA • 24MEG • FIGHTING • 1-2 PLAYER • AVAILABLE JULY 



Takara has done another 
fantastic job. Although 
Samurai Shodown is really 
the game I'm waiting for, 1 
found WH2 as close to the 
coin-op as it could possi¬ 
bly get. The controllable 
last bosses and speed-up 
mode make it almost bet¬ 
ter than the arcade. Fans 
of the WH series will love 
the SNES version. 

GRAPHICS 8 

MUSIC 8 

CONTROL 8 

m 8 

ORIGINALITY 8 

80 

Why Takara would try to 
squeeze a146 meg Neo-Geo 
game into 24 megs is beyond 
me. The scariest thing (for 
Neo-Geo owners) is that they 
actually have made a great 
arcade translation. 1 admit WH2 
is not quite as good as the 

animation are concerned, but 
is the Geo version really worth 

pay to play it? 1 think not. 

GRAPHICS 8 

MUSIC 8 

CONTROL 8 

PLAYMECH 8 

ORIGINALITY 8 

80 

As 1 always say, no one is 
better at arcade translations 
than Takara. Everything in 
WH2 is pretty much intact. 
What’s really cool is that 
they have added speed to 
the game and the last boss¬ 
es are now controllable. 1 
don’t know how they did it 

solid version of WH2, this is 
as close as it gets on the 
SNES. 

GRAPHICS 8 

MUSIC 8 

CONTROL 9 

84 




BREATH OF FIRE • SNES • SQUARE • I2MEG • RPG • I PLAYER • AVAILABLE JULY 


It’s been a long time since 1 
played an American RPG of 

GRAPHICS 9 

This game is a must buy. 
This is one of the RPGs 1 

GRAPHICS 9 

MUSIC 9 

RPGs don’t get much better 
than this on 16-bit. BOF has 

GRAPHII 9 


the graphics to the music, 
this is a first rate RPG that 
competes on the highest 

CONTROL 10 

PLAYMECH 8 

hoped would make it to 
our shores and its easy to 
see why. The graphics and 
animation are fantastic for 

CONTROL 9 

PLAYMECH '8 

story, very good fight scenes, 

Square. The adventure is 504- 

CONTROL 8 

PLAYMECH 9 

ItHSt ; 

‘ * * 

Final Fantasy 3 in their 94 
line-up, Square is giving play¬ 

ORIGINALITY 10 

an RPG and the music is 
great. The story is the best 
part; it just grabs you and 


hours long. So, park it, take 

ORIGINALITY 10 


ers one of the best RPG years 
in gaming history. Do not 

thing special. 

94 

sucks you into its own 
world. Square does it 

90 

one of the most addicting 
RPGs to come around in a long 
time and should be played by 

90 

tlfii j 



DR. HAUSER • 3DO • RIVER HILL SOFT - 30 ADVENTURE • I PLAYER • AVAILABLE N OW JAPAN 


Why isn’t this game out in the 
U.S.? Dr. Hauser would really 
help drive the 3DO message 
home. This is a great 3D adven¬ 
ture that you’ll find yourself 
playing over and over just to 

GRAPHICS 9 

MUSIC 9 

CONTROL 9 

Rule #1, a video game system 
is only as good as the software 
running on it. Until 1 saw the 
games Japanese companies 
are releasing for the. 3DO, 1 
would not have considered 

MUSIC 8 

CONTROL 9 

This game really amazed me. 
Until now, 1 had not played a 
‘virtual’ game on any system. 
From the second you fire up 
Dr. Hauser you are in amaze¬ 
ment at its awesome graphics 

GRAPHICS 10 

MUSIC 9 

CONTROL 9 


experience the brilliant 3D 
engine. It’s a little short, but 
what a ride! The 3DO is rockin’ 

Come on Trip, wake up and 
smell the coffee. 3DO owners 
seek out and buy this game! 

PLAYMECH 9 

ORIGINALITY 10 

92 

buying one. Now 1 am. Dr. 
Hauser is a great 3D adventure 
game that makes you feel like 
you’re in another world. 
Brilliant graphics, fantastic vir¬ 
tual environment, good game- 
play. Dr. Hauser is a winner. 

P1AYMECH 9 

ORIGINALITY 9 

86 

and mysterious story. 1 loved 
it! Why aren’t these Japanese 
titles coming out here? 
Success is right under their 
noses! C’mon, get it togeth- 

ORIGINALITY 9 

90 
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POWERS KINGDOM • 3DO • 1 

MICRO-CABIN 

• 3D RPG • 1 PLAYER • AVAILABLE NOW JAPAN 



This is it! The game I’ve been 

Powers Kingdom is the first 
true next generation Role 
Playing experience. It’s set 
up like a 3D rendered Shining 
Force. The graphics and 3D 
environments are beautiful 
and the fight scenes blow 
everything else away. The 
music is also unbelievable 

next generation, bring it on! 

GRAPHICS 10 

MUSIC 10 

CONTROL 9 

PLAYMECH 10 

ORIGINALITY 10 

98 

Absolutely mind blowing! 
So you think you've seen a 
great RPG before? 1 don’t 
think so. Powers Kingdom 
takes all the preconceptions 
of what an RPG can be, and 
dumps it in the trash. 1 was 
not prepared for PK's real¬ 
time 3D environments, cool 
rendered characters or the 

ever heard, nor will you be. 
An instant legend. 

GRAPHICS 10 

MUSIC 10 

CONTROL 8 

RAY MECH 8 

ORIGINALITY 10 

92 

PK is the ultimate game 
for RPG gamers every¬ 
where. No game has ever 
impressed me as much as 
this one did. The music is 
rad, but what really got me 
was the awesome game- 
play and 3D environments. 
Nothing 1 have ever seen 
in previous RPGs even 
touches this game, noth- 

GRAPHICS 10 

MUSIC 10 

PLAYMECH 9 

ORIGINALITY 10 

96 
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THE 3 D O'" SYSTEM | 

(Not to mention of lots of butt-kicking, thumb-blistering, mind-twisting games, that are bound to piss off congressmen 

PLAYS MUSIC, PHOTO;; 

come next election year. Full Full motion video, CD sound, and 3D effects give you realism that even your over-stimulated, fj 

AND VIDEO CDs. BUT If 

morally corrupt, youthful brain can't imagine. Take Total Eclipse, the hyper-real 3D flying game. You barrel roll at warp speed j | 

MORE IMPORTANTLY,| 

though nasty obstacles. And when you screw up, you'll leave the cutest little black stain where your vessel was obliterated. Then there's j | 

IT WILL PLAY A LOT OFS 

___g )| 

EXCITING EDUCATIONAL;! 

simultaneously unnecessary teeth. And Jurassic Park” Interactive, like the movie, 

SOFTWARE ON SUBUECTS l| 

■ If 
^2 
j! 

SUCH AS GEOGRAPHY,! 

practically smell the lawyer on his breath. These titles are only a few of the many. You get the idea. Even if your parents don't.] 

ART AND HISTORY! 




Call 1-800-REAL-3D0 For your nearest dealer location. 


















Eurocom development, working out of 
England, is busy developing the next level of 
SNES titles. Eurocom has developed over 20 
titles over the past six years including Virgin 
Games’ ‘Jungle Book’ for the Sega Genesis (a 
great game I might add). They are currently 
busy working on the three games pictured 
here. Hugh Binns and Tim Rogers, Eurocom’s 
Directors, were kind enough to take some time 
during a recent trip to the US and drop by the 
GF offices to give us a first hand look at their 
new games. The reactions were unanimous; 
these guys are awesome! Brutal is being 
developed for Gametek (for the SNES), Stone 
Protectors (my personal favorite) is being 
developed for Kemco/Vic Tokai (for the SNES 
& Genesis) and Super Drop Zone is being 
developed for Psygnosis (for the SNES). This 
game will have Defender fans speeding to 
their local retailers! Hugh used to work with 
Nick Jones and David Perry from Shiny 
Entertainment, and that, my friends, is good 
company! We’ll be keeping you up to date on 
this hot UK developer in the months to come. 
Thanks mates! 
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Apparently, 

1 cu-t. of 10 people 
i-S a bM'U' ,er ' n g 

idiot 


(The other 9 chose the ^DO™ system over other home gaming systems a-^ t-heT^O Challenge.) 

We invited visiters at^DQ promotional displays to check. cu-t a side by side comparison with other 
home gaming systems. 9 cu-t of 10 people who completed the Challenge chose the^P& system. 
(The other 1 probably st'H likes disco mu-sic too., 1 They were asked abcu-t stoff I" 1 ' 6 
graphics, scu-nd quality, cind bltchin^ness of play, ftu-t hey, you- re a 90 s gu-y. You- 
don't believe everything you- read. Fine. Good. Come and see for ycu-rself then. Take 
the^DO Challenge. Unless of cou-rse you-’re too bu-sy watching Disco Fever reru-ns. 

J>Db. THE MGST ADVANCED H&ME GAMIVG SYSTEM IN THE UNIVERSE. 

Experience the system at.Babbage’s. Electronics Bcv-ttoo*- GSG/Captfcn. Software Etp- Gamers -Paradise, and The Gccd Gu-ys. Fcr th« name of a dealer, cal 1—S00-R£AL-^D& 









ROCKET SCIENCE 

GAMING'S NEWEST DREAM TEAM 


Yes, this is Rocket Science! GamcFan recently ventured up to Palo Alto, CA to visit with one of the newest and 
most exciting video game publishers and developers in the industry. Keep an eye out for these guys, they’re set 
to revolutionize CD and “multimedia” entertainment. 

Rocket Science was founded by Steve Blank and Peter Barrett, who previously were key decision makers at 
SuperMac Technology. Peter, who we talked to extensively in researching this article, developed the company’s 
Quick Draw acceleration program and is also the creator of Cinepak, the industry standard for video compres¬ 
sion. Other members of the team were instrumental in the development of QuickTime and movies such as 
Jurassic Park, The Abyss, Alien and others. 

The company mission is to do no less than become the leader in interactive entertainment in the next generation 
of video game hardware. To accomplish this goal, they have made great strides in aligning Hollywood and 
Silicon Valley to produce games with deeper, more meaningful stories and to create unparalleled gaming experi¬ 
ences. For example, Rocket Science s first project is 

coming this fall for Sega CD and PC CD-ROM. This first person, futuristic chase game is based on a script devel¬ 
oped by Ron Cobb (another of RS’s co-founders) and the game development is being treated like a Hollywood 
production, complete with object modeling, set design and, of course, immediate talk of seguels. 

In order to create believable worlds capable of bringing their stories to life, Rocket Science engineers have creat¬ 
ed two development tools that will allow them to use the CD-ROM and existing entertainment platforms like 
never before. The first is what the team refers to as “Game Science ”. This technology reportedly will allow a 
game to be ported from one platform to another with relative ease, while making use of each system’s strengths. 
The other is RS’s ability, though the development team’s extensive Mac experience, to stream data off of a CD, 
effectively using it much like the traditional ROM cartridge. Also, future games will take advantage of other neat 
tricks like “Rocketvision ”. This technology allows game designers to take advantage of 60 fields-per-second 
gameplay on the Sega CD. 

Of course, new technology is exciting...but it’s the games we re here to talk about. Rocket Science’s first two 
releases are the above mentioned “Loadstar” and 



Loadstar is set in the 22nd century and introduces Tully Bodine, skipper of the vintage Class V freighter; 
Loadstar . He II carry anything for a price and, in this first of the trilogy, Tully has a dangerous assignment: get 
a cargo of contraband camels (the transportation of choice on Mars) off of the moon. In this first person title, 





you’ll have to guide Tully along the rail network of the moon to the launch rails while evading the Police SAP’s 
and “toasters”. Ron Cobb’s vision is brought to life by Brian Moriarty, formerly of LucasArts (Beyond Zork, 
Trinity and Loom), RS’s senior game designer. “Loadstar: the Legend of Tully Bodine” will be available this fall, 
with episodes two and three scheduled for release in 1995. We were very impressed with the smooth gameplay 
and the incredibly detailed, fast graphics on the Sega CD version of the game. The idea behind gameplay is also 
unique. You essentially have a limited virtual world where you ride the rails trying to escape your pursuers. 
There are branches in the track and you must make the decision to stay on line or switch to another. The moon 
base is loaded with landmarks (a jail, for example) that give you a sense of direction in this maze. Your goal is to 
escape and launch yourself into space, toward the game’s sequel! The best part of the game, at this early stage 
is the excellent frame rate that the designers have been able to achieve (12 fps). The game has been created on 
SGI workstations so the PC and future advanced versions of the game should be even more impressive (a 
Pentium only version is said to be in the works). 

Cadillacs is based on Mark Schultz’s graphic novel series and is being designed by David Fox (Rescue on 
Fractalus, Indiana Jones and the Last Crusade). In this game, you enter the Xenozoic era, when man’s 21st cen¬ 
tury technological abuse of nature has caused a cataclysm, forcing humanity to hide in shelters for 500 years. 

When they emerge, the world is ruled by dinosaurs and outlaws who prey on peaceful farmers and settlers. Your 
mission is to restore the natural balance before time runs out. Even at this early stage, the graphics and 3D envi¬ 
ronment (you spend much of your time in a first person driving experience through the jungles) are gorgeous, 
especially when you consider that this is a Sega CD game! C & D will also be available this fall. 

Last on Rocket Science’s start-up agenda is "Darkride” for Sega CD and PC CD-ROM. This game is making use 
of Rocketvision and is a 60 field-per-second roller coaster ride through a dark, virtual world. Although we weren’t 
able to show screen shots for the benefit of this editorial, we have watched over the designers’ shoulders and 
what we’ve seen is amazing! The 60 frames speed and animation is like nothing you’ve previously experienced in 
home entertainment. It’s like going through “Space Mountain” in Disneyland-a wild ride where there are new 
tricks and traps at every turn. We should have pictures after CES. Darkride is scheduled for release at the end of 
the year. 

Future plans? Well, on May 18, Sega Enterprises, Ltd. and CSK Ventures (Sega’s venture firm) announced that 
the two companies were investing a total of $12 million in Rocket Science. What does this mean to the average 
game player? More money, more projects, more designers, more high quality games! The future looks bright for 
Rocket Science. With a group of very talented people and armed with the desire to produce games of the highest 
quality, Rocket Science seems poised to embrace the next generation of interactive entertainment and to estab¬ 
lish itself as one of the new industry leaders. 

The editorial staff at GameFan would like to acknowledge the following Rocket Scientists for their help in creat¬ 
ing this profile; Mr. Peter Barrett, Executive Vice President, Mr. Brian Moriarty, Senior Game Designer, Mr. Ron 
Cobb, Conceptual Designer, Mr. Dean Leland Fox, Director of Marketing, Ms. Li Kramer, Product Marketing 
Manager and Ms. Anna Caldwell, Public Relations Coordinator. Thanks one and all for sharing your vision with 


us. 
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Game Gear - Extras. 
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GENESIS • CAPCOM • 4QMEG • FIGHTING 


Once again, fighting fans everywhere are gearing up for yet 
another challenge, or should I say, “new challengers”. The 
newest game, in what is now a legendary series is upon us; 
Super Street Fighter 2. With Super comes the addition of four 
new characters; Cammy, Dee Jay, Fei Long and T. Hawk. 
Before I get into the first 40 Meg Genesis game, I must first tell 
you that I didn’t really get into Street Fighter until Super came 
along. The additional characters made a huge difference to me, 
as I finally found two that I could identify with; Cammy and Dee 
Jay. I’ve been playing Super Turbo now, every night for two 
months here at the office. So, I now know what all the fuss has 
i been about, and why K. Lee and the Enquirer live to play this 
i game. Super SF2 has an unusually emotional, addictive quality 
and is strategically the most intense game I have ever played. 
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No two levels in Dynamite Headdy are alike and I guarantee you have never played 
anything like it. Play mechanics, special effects, humor, great music, challenge and fun 
are all in store. Enjoy our first month of coverage. I’ll be back with a ton more next month 
when we review Dynamite Headdy. - E. STORM 























































































AVAILABLE 3RD QUARTER 


GENESIS • PSYGNOSIS • I6MEG • ACTION/PIATFORM 


PLAYER 


Honestly, if I walked 


w.j 






















^ g aren’t the greatest, it will still get noticed. In 
I Flink, you get it all. The levels are diverse and 

feature the kinds of obstacles gamers love, 
like climbing vines, pinpoint accurate jump¬ 
ing, hidden surprises, disappearing platforms, 
( ; swimming, and flying. Flink can also acquire 
l" items and mix spells! And then there are the 
bosses...The one you see here is from the first 
level...Need I say more? 

t Flink attacks by leaping onto enemies' heads 
or picking up and throwing rocks, treasure 
f chests, etc. The animation for these moves is 
ultra-fluid. Flink also features some of the 
„ most amazing scaling ever seen in a 16-bit 
( title, along with other special effects that will 















T he first true 3D fighting game for^M|0 
the Genesis is about to arrive and it 
has PF Magic written all over it. 
Dateline; Saturday, May 21st; K. Lee walks 
into my office and asks; “do you want to 
play with balls?” 

I immediately react, POW! “If you ever 
ask me that again”...As he gets up off the 
floor, he whispers; “I mean the 3D fighting 
game... Ballz”, it just arrived Fed-Ex. 

In Ballz, only the RUDE survive. You will 
meet a hilarious line-up of 15 rude charac¬ 
ters and bosses, each with MK style moves 
and morphing capabilities that almost magi¬ 
cally come to life, on a futuristic 3D play 
field, complete with an interactive, wise¬ 
cracking scoreboard. 

Perhaps the best news about this excel-, 
lent new fighter is that it’s Edge compatible. 
With the soon to be released Edge Modem, 
you can play a friend anywhere in the US. 

Besides the usual moves found in fight¬ 
ing games, in Ballz you can perform; 
Begging for Mercy, Grapple Duels, and 
Rude Gestures! 

As you perform these and other special i 
moves, TV animations and comments 
appear on the scoreboard simultaneously- 
providing excellent humor throughout the 
match. 

The 3D effect in Ballz is nothing short of 
brilliant for a 16-bit title. In fact, I’ve never 
seen anything like it. The game itself is as 
fun and addictive as any fighter I have ever \ 
played, as the moves come out perfectly 
and the characters are very well balanced. 
This is extremely good work. I’ll have a full 
blown review on PF Magic’s Ballz next 1 
month. - E. Storm 


FIG" T ING • 1-2 PLAYER * AVAILABLE 3RD QUARTER 
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I’ve been waiting since 1988 for 
Konami to whip out the big guns 
and have they ever! Contra Hard 
Corps is going to knock you out of 
your seat! From the moment you 
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GENESIS • CORE • I6MEG • ACTION/PUZZLE • I PLAYER • AVAILABLE NOW 
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Challenge: Some games have too much, some have too little. It 
is an important, but often overlooked, ingredient in the world of 16 - 
bit gaming. You often find yourself finishing a game on the same 
day you bought it. This, in most cases, is not a good thing. How 
are you supposed to get better if nothing offers you a challenge? 
There should be a point in a game where you say, “I can’t do 
that...no one could do that.” If you’re determined enough, you 
inevitably will overcome the obstacles. This is how you become 
better. Why do I bring this up, you ask? Well, in Core’s first 
action/puzzler, Bubba n’ Stix, you constantly find yourself being 
challenged. This is a HARD game. If you are a seasoned pro, or if 
you’re looking to improve your game, then I highly recommend it. 

In Bubba n’ Stix, Bubba uses Stix as a device to overcome obsta¬ 
cles. That is, once you figure out exactly what it is you have to do 
in each area. This game assaults the mind as well as the reflexes. 
To make things enjoyable while you go nuts, Core has seen to it 
that the graphics, music, and control are excellent. The character 
animation is very good and the game is filled with humor. Play 
mechanics are abundant and the areas are huge, colorful and 
drawn to cartoon perfection. If you’ve never tried a puzzle/action 
game before, this would probably be a good place to start. -Mr. Goo 
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iGNESIS • SEGA • I6M6G • FIGHTING • 2 PLAYER • AVAILABLE 3RD QUARTER 


%/ 0f ail the fighting 
games on the Neo-Geo, 
Alpha Denshi’s World Heroes is 
^ considered to be one of the first 
games that made people sit up and take 
notice of SNK’s system. Now, World 
Heroes is making its way onto the 
Genesis. Programmed by Sega’s mid¬ 
west development division, World Heroes 
represents the first attempt of a Neo-Geo 
arcade translation by the big “S”. Due 
out in the 3rd quarter of 1994, the 16-meg 
World Heroes has the potential to become 
one in only a handful of good fighters for 
the Genesis. Since this is only an early 
version of WH, I can’t go into too much 
detail. What I can say, however, is that 
even in its early state, the game shows 
promise. The characters look almost 
identical and only a few frames of 
animation had to be sacrificed in 
the translation. Whether or not WH * 
succeeds will ultimately come % 

down to speed, control, and music. 

Those are key elements in any 
fighting game. One thing is for 
sure, no matter how good it is, ^ 
Super SF2 will pose almost ^ 

insurmountable competition. 




World Heroes. At that time 
either I or The Enquirer will 
turn WH inside out. 








































GENESIS • DATA EAST • I6MEG • RACING • 1-2 PLAYER • AVAILABLE JULY 


Those of you looking for that last 16-bit racer, cartridge 
style, look no further than Sega/Data East's Outrunners. So it 
ain't the arcade (Whadaya want for fifty bucks?). What 
Outrunners is though, is fun. You can play against a victim 
(friend) or the computer (machine) in two different scenarios: 
arcade or original. In arcade-mode it's you against your oppo¬ 
nent (be it of the human or silicon type) in a cross country 
scramble to one of ten endings. In original mode you choose 
a car and challenge drivers from around the globe. Win, and 
you get the poor sap's car. Lose, and he gets yours. Collect 
every car and the ending is yours (Sorry, no trophy.) 

The control in Outrunners is excellent, especially with the 
Quick Reactor. This pint-size rocket should do the trick 
against just about all comers, but watch out for the Speed 
Buster—he's slow out of the gate but fast in the straights. As 
vyjjh all ofTfee games in the Outrun series, the music is great 

e'xtieineiy wel^aTar'e'\he" backgioundi but the en,dings are 
low-res and a bit hard to see due to the squished.screen. 
When all is said and done I would have to say that this is the 
best in-the Genesis Outrun lineup, but in 1994. "How good is; 
that?, is really the question. I had fun. - E Storm 


































Many Sega CD owners, myself included, have been patiently 
awaiting the release of Rebel Assault. I have to admit that this 
game is a lot better than I anticipated. While the graphics are a bit 
grainy on some of the levels, Rebel Assault does impress, and even 
surprise at times. One thing I really like is when the CD loads, it 
doesn’t affect the gameplay at all. There are two different types of 
cursor controls for the various types of gameplay in RA. 1 found 
this a necessary and welcome feature. The ability to pause the 
game and adjust your controls is another refreshing feature. The 
feast impressive levels are early in the game while you go through 
training. As you guide your ship through the canyons, not only is 
the control loose, but at times, it seems as though the canyon walls 
have magnets on them—you can’t turn your ship far or fast enough. 
Things do however, get progressively better. 

In outer space, you get the full-motion, point and shoot play 
mechanics I’ve grown to hate, but in Rebel Assault, they actually 
work quite well. This is mainly because of the fast paced special FX 
and the great Star Wars soundtrack. From there it’s on to my 
favorite level where you (Luke) run through corridors shooting 
Storm Troopers. The computer graphics in these levels are excel¬ 
lent, and although you must guide and aim a cursor, it works well 
and is very fun. Rebel Assault is one of those games that gets bet¬ 
ter the more you play it. As you become increasingly familiar with 
the play mechanics, you will find the game becomes quite enjoy¬ 
able. Overall, Rebel Assault is a worthy addition to any Sega CD 
collection and one that should please fans of the legendary Star 
Wars series. - K LEE 








































































Also known as the 
Cheap-L i tt 1 e—Runts 
Who-Never-Leave- 
a-Tip! 
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INTERPLAY • I6MEG • ACTION • I PLAYER • AVAILABLE 3RD QUARTER 





















32X Specs. 

2 Hitachi 32-bit RISC processors running at 23 
MHz/40MIPS 

Genesis 68000 and a new VDP 

High-speed RISC processors and dual frame buffers 

allow rendering of 50,000 polygons/second; texture 

mapping; hardware scaling and rotation 

32,768 simultaneous colors 

4 Mbit RAM in addition to the Genesis and Sega CD 

Able to overlay a plane of graphics over Genesis 

video 

Stereo, digital audio with programmable sample rates; 
audio mixing with Genesis sound 


On June 2nd, Kid Fan made the trip to ‘Sega!’-to view the new 32X and the 
rest of Sega’s ‘94 lineup. Upon his return, he had only one thing to say...”it’s 
over!” He was excited, to say the least. The 32X is a true 32-bit system that 
snaps on to, and works with, the Genesis and/or Sega CD. It costs only 
$149.99 and is coming out this Fall, with 10-12 titles that will force the indus¬ 
try to stand back and take notice. Reports coming in from the Tokyo Toy 
Show (from our International Correspondent, Kei Kuboki) are equally 
impressive. “I can’t see much difference between the Saturn and the 32X”, 
said Kei-“except for the price!” So far, we have seen; Star Wars Arcade, 
which looked exact, and Virtua Deluxe, which features two new cars, three 
new tracks, and, in it’s early state, looked very close to the coin-op. 
Companies with plans to publish for the 32X include: Absolute 
Entertainment Inc., Accolade Inc., Acclaim, Activision, American Softworks 
Corp., Capcom, Capitol Multimedia, Core Design, Inc., Crystal Dynamics, 
Domark, GameTek, Hi-Tech Ent., Interplay, JVC, Konami, Playmates, Rocket 
Science, The Software Toolworks, SunSoft, Takara, Time Warner Interactive, 
20th Century Fox Interactive, Vic Tokai, Inc., and Virgin Interactive. It’s true 
32-bit, it’s just around the corner and it’s only 150 bucks...Sega is about to 
take the lead in the next generation system wars. 


Co-processing: 

Graphics: 


Colors: 

Memory: 

Video: 


Audio: 




Ever raced through a 3D plasma tube? Yeah? Well 
have ya ever bungie jumped into a pool of snot? 
OK tough guy, how many times have you been 
able to obliterate the screen in 64 directions? 
What about finding weapons that toast half the 
screen? Can you perform crazy acrobatics to 


avoid certain death? How many games have you 
played with exploding organs? Ever seen a queen 
with a slug of a butt ? Well then, let Earthworm Jim™ 
whip some life into your Sega™ Genesis™/Super 
Nintendo! And get ready to EAT DIRT! (Warning: 
If you like cheesy puzzle games this ain't for you!) 



Interactive Entertainment 



The long awaited sequel to every strategy fan’s favorite game is here, Shining Force 2. It all start¬ 
ed back in ‘91, when Shining in the Darkness came out. Sonic Team became a force in the RPG cat¬ 
egory and they’ve never looked back. A treasure hunter has taken the magical Jewels of Light and 
Darkness. By doing so, he has accidentally awakened the evil demon Zeon. Now, the warriors of the 
| Shining Force must reclaim the jewels and defeat Zeon before the world is plunged in to darkness. 

This second game in the series features a caravan for changing characters on the road, along 
with twice the battles of the original. The cast has also changed, as the sons and daughters of the 
last Shining Force strike out on their first journey. The basic layout of the original game remains in 
tact. As you battle forward in the game, you will actually watch your characters mature from kids to 
young men. As usual, the battles are as spectacular as ever with new magic(s) and the most user 
friendly battle commands ever-for the usually over complicated strategy category. If you enjoyed 
the first, you will surely like Shining Force 2 even more. - Kid Fan 


It’s World War II and Hitler’s Germany is on the rise in this 
complex strategy game from Koei. With six scenarios and the 
entire allied armada at your disposal, you must plan an 
offensive strategy against the Axis power’s worst land, air, 
and sea forces. I know it’s unusual to see a strategy game in 
GF but what the heck, I’m sure there’s an audience out there 
eagerly awaiting the next challenge. I’ll tell you one thing, 
Koei knows how to make em’ like no one else! 






























































CANYON COURSE 





SHORT 0VAL777 


Daytona has taken the arcades by storm! As we get ready for 
the next level at home with Sega’s Saturn, it is at the arcades 
now. The Saturn version of Daytona is said to be exact to the 
coin-op! Will we ever be able to leave the house again? If this is 
a first generation game, what does the future hold? 

The little details in Daytona are what help it really stand out. 
Features like; being able to see farther than ever before, the 
amazing 24-bit color, the pinpoint accurate control, and the way 
the car actually reacts to collisions is amazing. If you hit a wall, it 
actually throws your alignment out. Your car will begin to bounce 
and there is a noticeable difference in the control. Or, take a look 
at the track-side attractions, the detail is unbelievable! Daytona is 
by far the best driving game ever createdL.For now, at least. 
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“LUNAR” is a trademark of GAME ARTS. Licensed from GAME 
13B, eh? For a dealer near you, call (916) 243-3417 ext.190. 


SEGA AND SEGA CD ARE TRADEMARKS OF SEGA ENTERPRISES, LTD. Game (C) 1992 Game Arts. 
ARTS by WORKING DESIGNS, 18135 Clear Creek Road, Redding, CA 96001. This game produced in 





























Good news for Sega CD owners! Working Designs has picked up 
Popfulmail! One of the best Action/RPGs of the year is on the 
way. I hear they’re going after MW5 next! I’ll have more news on 




with better control). In this all new Action/Adventure, Tasmanian Devil in Escape from Mars, Taz 


both games next month. 




finds himself caged in a zoo on Mars. The escape is on! You can expect cameos from loads of your favorite Looney Tunes 
characters in this one. Taz has 6 levels, each with three sub-levels including; The Haunted Castle, Mexico, Atlantis, 
Megalopolis, Planet X, Mars, Alpine Peaks, and the Mole World. Taz is scheduled for a Fall ‘94 release. 


Next month, I’ll preview 
Takara’s awesome, 32 Meg, 
Samurai Shodown for the 
Genesis! 


Crystal Dynamics’ first Sega CD game is coming this fall; Kamikazi 
Comics. KC has you, as the writer of the comic, devoured into your own 
fictional world, where you must fight the mind’s creations through an 
Ice World, Fire World, etc. Look for more in coming months... 


When I say I’ve been “riding” our representative at Sega about bringing out more RPGs, I wasn’t 
kidding. Your letters do get passed on, and I’d like to think that we played a part in Sega’s deci¬ 
sion to release Phantasy Star 4. Yes, this Fall, PS4 will finally come our way. Horrifying bio-mon- 
sters have once again cursed Motavian landscapes. You must seek out and destroy “Dark Force” 
again. I think that you will find this to be one of the best RPGs ever made for the Genesis. I’ll 
begin my in-depth coverage next month. PS4 is 24Mb plus battery back-up, 1 Player. 


Due to a game delay, we have postponed our Tin Head review until 
next issue. You can bet that it will be an extremely favorable one! 
After beating the game (which wasn’t easy), I can honestly say that 
Tin Head will be well worth the wait! 
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-Next month I’ll review 
Ragnacenti (Laguna Senti) for 
the Mega Drive. This Zelda-like 
action/rpg was programmed 
by Nextech (formerly known 
as Gau Entertainment). Their 
last game was Ranger-X, so 
you know this game will deliv¬ 


er. These shots are from a video that our International Correspondent Yagison got during his travels. The game looks 
absolutely brilliant. Ragnacenti hits Japan on June17th, so I’ll have the real thing next issue. See you then! 

P.S. I’m already calling my contacts to get it released here...no worries! 


The greatest strategy game in Sega history is making it’s way 
to the Mega-CD this Summer. This version will feature more 
animation, an amazing soundtrack and narration. The story 
follows in the footsteps of the import Game Gear version of 
Shining Force and is loaded with drama. There is no word yet 
on an American release, but you can bet that if Shining Force 
2 does well, SOA will not hesitate to 
keep the Shining Force series alive in 
the States. I’ll have a review on 
Shining Force CD in my next RPG 
special. 
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Introducing JAMMIT, jthe no rales. 
, no stars, down and dirty, fast and 

ip ancfspit em’out. on the street, in 
ice, one on one 16 meg.basketball 
videogame. 


includes fref cd music 
sampler featuring: 
SHYHEIM 

SSSSSS 

GILBY CLARKE 
CRACKER 
THE AUTEURS 
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If I could only play one game for the rest of my life, that game would definitely 
be Street Fighter II. The Enquirer and I have spent thousands of hours (and dol- ^ 
lars) playing it. It’s a part of our lives: We are fans. 'S' 

We are also critics. We take it upon ourselves to carefully scrutinize—and judge for ‘ c 

you—any product that uses the SF2 name. The latest victim is Super Street Fighter II for ‘V T 

the Super Nintendo. As soon as you turn it on, a full screen Ryu throws a fireball in your mjL 

face, just like the arcade. Next, you go to the main game selection screen where you can 
choose from 5 different playing modes. There are 2 new playing modes in Super SF2: % £4 

Tournament: Battle mode and Time Challenge mode. The 8-player TC mode mocks the arcade \ 

Super SF2 Tournament battle, where 8 machines are linked. My personal favorite is the Time 

Challenge Mode. After you choose your character and the computer opponent, you fight one timed , 

round to try to beat Capcom’s records (and maybe your own). The game has 4 standard speed settings, 

and there are also some hidden codes. These new features, plus the ability to use all the new moves and ^ 

4 new challengers, are reason enough to give Super SF2 instant desirability. • 

There’s more to this game however, much more. First, the sound FX and music are outstanding. The new ^ mt 

improved sounding punches and kicks really help bring the arcade experience home. I love how the voice sam- ^ ^ 

pies were directly ported from the coin-op game. My ears recognize Guile’s new “sonic boom” or Ken’s new 
“tatsu-maki-sen-pu-kyaku” from a mile away. ' 

My favorite part of the game is the music. The tunes are totally revamped and they sound fantastic. So far, all of ^ l- 

Capcom’s SNES/SFC music is distinctive (horn samples, drum samples, etc.), but not this one. It seems as if the pro- \ 

grammers are using a new sound development tool. Could this be the new Capcom sound? 

The controls, thankfully, feel just like previous SNES SF2s. The graphics are improved and the new stages are beautiful. 

This game truly parallels the arcade game. Other than having better sound, a few new moves, 4 new characters and levels, 

Super SF2 was exactly like the other SF2s. What you need to realize however, is that this game is masterfully programmed, well 
thought out, impressively executed and very much worth buying. An enthusiastic thumbs up!... -K.LEE 
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That Captain Sawada, 
who plays second in 
command in the new SF 
movie, will most likely 
be incorporated in a new 
SF game, which suppos¬ 
edly is scheduled for a 
Spring ‘95 release. 
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5NGS • GNIX • I2MGG • RPG • I PLAYGR • AVAILABLG 3RD QUARTGR 
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It seems as though third party companies are releasing 
more and more RPGs and Action/RPGs than ever before. 
There is a large (and ever growing) demand for role play¬ 
ing games and it is good to see this genre has not been 
totally ignored. Enix is one company that is famous for 
releasing quality role playing games and Brain Lord is 
their latest venture. This 12 meg Action/RPG is patterned 
after games such as Soul Blazer and The Journey Home. 
You play the role of a fighter, who takes on a quest for 
answers about a lost legend of the ancient “Dragon 
Warriors”. You are a descendant of these Dragon 
Warriors and must travel to the Tower of Light to become 
a Dragon Warrior yourself. In order to fulfill your destiny, 
you will encounter many strange beings and journeymen 
along the way. There are many features in Brain Lord that 
set it apart from the typical Action/RPG. The graphics is 
the first thing that comes to mind. The visuals have a 
crisp, colorful look to them and everything is drawn well, 
but it is the characters themselves that demand a closer 
look. Most of the characters and enemies in the game are 
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a bit on the small side, but have so much detail in them-you can see 
even the smallest features. While these characters are not spectacular 
looking, they do have a look all their own, and this is what helps sepa¬ 
rate Brain Lord from other Action/RPGs. Another unique aspect of BL is 
the play mechanics. You will encounter many puzzles along the way, 
where you may have to push or arrange a certain object in a particular 
way (love those magnetic steel balls) or jump across a bottomless pit. 
You will also collect jewels containing fairies that have different abili¬ 
ties, and help you along the way. The best thing about this game is that 
we, in this country, even get an opportunity to play it at all. Too many 
times, great Japanese RPGs (Konami’s Madara 2 for example) get 
passed over because, somehow, American 3rd party companies believe 
there is a very limited market for role playing games in this country! 
What are they thinking? The fact is, although it is an uphill battle getting 
these games over here, they are more than worth the struggle-believe 
me. Ask anybody who is a DieHard GameFan. - K.LEE 
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A new generation of cartoons is upon us. Characters ^ a 

like Beavis and Butt-Head, Rocko and Spunky, The Y ST « ■? f ,, 

Simpsons, and Ren & Stimpy, are mainstays inf V Y* / , r /s& pjp||| 

American television and, subsequently, video games. ^ \ | ^ J jjf -I • 

The second Ren & Stimpy offering from THQ has all ™ 

the makings of a superb cartoon style action game. The ! |=J V > ' 

Ren & Stimpy Show: Time Warp, is based on the animated ’ > 

series on Nickelodeon. 

Ren & Stimpy unexpectedly win their own Time Machine on the Muddy Mud Skipper show and (it 
comes as no surprise) manage to get lost in time on their very first voyage. This gives Muddy the Mud Skipper the perfect opportu¬ 
nity to get back his most prized possession; the time machine. In this perfectly drawn and animated adventure, you will guide either 
Ren or Stimpy in a one player game-or both in a two player game, through their Backyard, the Big City, the Zoo and the entire 
‘Untamed World’. At the end of each level, after a perfect rendition of “Happy Happy, Joy Joy”, you will board the time machine- 
where you’re treated to a fantastic 3D shooting-stage where you can pick up big bucks as you blast through the ever changing time 
warp. While flying, Stimpy really shoots as you press the button, and Ren really steers along with your movements on the pad, nice 
touch! The animation and voice in Time Warp are much better than the first game and add a sense of cartoon realism to every level. 
Now, for the big, big surprise...the music! It really took us by surprise! This game has a soundtrack that could easily be compared 
to games like Castlevania and Act Raiser! Double joy! Time Warp is now in the tweaking stages and should be available late 
August. We’ll have a big review as soon as we get the OK, Happy?...Joy! This one looks like a big winner! - E. Storm 















AVAILABLE OCTOBER • I PLAYER • ACTION • I2MEG • CAPCOM • 5NES 


C apcom’s latest gift to gamers everywhere is Demon’s Crest, the 12-meg sequel 
to the popular 8-bit game, Gargoyle's Quest. It seems as if we’ve been waiting 
years for this game to be released on the 16-bit Nintendo, but I guarantee you, 
it was worth the wait. If you thought the NES and GameBoy GQ games were impres¬ 
sive, you ain’t seen nothing yet! While these screen shots came from an early ver¬ 
sion of DC, our first impressions were extremely positive. Demon’s Crest has the 
potential to become one of the greatest SNES titles of ‘94. The levels and overall feel 
v, are very reminiscent of Super Ghouls and Ghosts, as are the graphics. From 
the music and the detailed backgrounds, to the control and play mechanics of 
Firebrand (the main character), DC has the makings of another masterpiece 
from Capcom. DC is due out this October, we’ll have more info, and additional 
screens as it develops. -Enquirer _ 













We all knew it was coming, and now we get to see it. The long awaited Super 
Return of the Jedi is set to debut in stores during the 3rd quarter of 1994. From 
what we could discern, the game could become a smash hit. The levels in this 16- 
meg Super Return of the Jedi are longer than the ones found in either Super Star 
Wars or Super Empire Strikes Back. The graphics have been improved, with multi 
scrolling backgrounds and detailed enemies. As found in its predecessors, (SSW 
and SESB) Super Return of the Jedi features sound FX and soundtracks highly 
reminiscent of the motion picture. There are now levels where you can use the 
Ewok or Princess Leia, as well as Hans, Chewbacca or Luke. Anyone familiar with 
the play mechanics of the first two games will feel right at home with SROTJ. You 
will travel from Tatooine to Endor, running, jumping, slicing, and blasting through 
well-known scenes from the movie. Although this is a very early version of 
SROTJ, the game had that good ol’ Star Wars look and feel to it, only on a more 
grandiose scale. Your weapons include a Flame Thrower* Seeker, Rapid Ion, 
Plasma gun, and your trusty Blaster. GameFan will have more coverage on JVC’s 
Super Return of the Jedi in the coming months. -K.LEE 
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AVAILABLE NOW • 2 PLAYER • FIGHTING • 24MEG • INTERPLAY • 5NES 


1m m a me ut Edi ti m 

In November 1993, we gave you an inside look at 
Interplay’s first »ne-on-one fighting game for the / 
SNES, Clay Fighter. With CF, Interplay took the 
basic structure and play mechanics of popular M 
fighting games like SF2, and added its own unique | 
humor and personality. One thing we knew for % 
sure: CF would never get lost among all the redun¬ 
dant, look-alike fighting games on the SNES. From 
the hilarious Claymation characters and cartoon- 
type antics to the crystal clear voices and singers 
in the intro, CF was definitely one of a kind. This 
spoof on beat-em-up games had all the makings of 
a hit, and indeed a hit it was. 

Interplay is now introducing a new, 24-meg tour¬ 
nament edition of Clay Fighter for the 16-bit / 
Nintendo, which we’ll call CF:TE. A few things set / 
this newer CF apart from last year’s version. The f 
first thing you notice is the speed. This new edi- | 
tion of CF has doubled the speed of all 8 different £ 
speed settings! There are also more voice sam- 
pies in CF:TE. During a match, the announcer may 
say, “Feeling a little flat,” when a character gets 
mashed to the ground, or “Now that was a close 
one,” when a fight comes down to the wire. There 
are also new “Tournament” elimination matches 
and new multi-hit combos. Evidently the game has 

( better balanced characters. You can select from 4 
different colors for your character before you enter 
a match. This gives the game a more personalized 
feeling. Like Capcom has in the past, Interplay has 
taken a great concept and made it better. -K Lee 
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SNES • TAKARA • 32MGG • FIGHTING • 2 PLAYGR • AVAILABLE OCTOBER 



S amurai Shodown, the long awaited Neo-Geo translation from Takara, is coming 
along incredibly well. It’s scheduled for an October release. A Genesis ver¬ 
sion will follow shortly thereafter. Takara has informed us that everything from 
the Arcade version will be intact, except for the scaling. To make up for the missing 
zoom feature, Takara may develop new features unique to the SNES version such 
as: speed control; Boss mode; and perhaps some characteristics from the upcom¬ 
ing Samurai Shodown 2. These features are tentative at the moment. However, we 
are pushing Takara to include them as they would have a noticeable impact on the 
final product. 

As you can see in these shots, the camera is always “zoomed out” to display the 
beautiful backgrounds that helped make SS an overnight success and for many, the 
ultimate fighting game. In this still-early version, Earthquake blows his gargantuan 
fart, but no gas escapes. We hope an ensuing cloud is added and sneaks past the 
censors. Everything else, from Gennan’s wicked slice to Tam-Tams towering flame 
breath remains the same as the Neo-Geo original. -K. Lee 
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AVAILABLE 3RD QUARTER • I PLAYER • ACTION • I2MEG • JVC • SNES 


JVC is bringing the Indiana Jones trilo¬ 
gy from the big screen to your SNES. This 12-meg 
action game combines (and closely follows) the storyline 
of all three blockbuster movies. Due out in the 3rd quarter of 
1994, Indiana Jones looks like it will be one to watch for this 
Christmas. Join Indy and his trusty whip as he travels from 
country to country. Indiana Jones contains a long quest with 
plenty of levels, and visuals impressive enough to keep the 
' YVTW% hard core gamer happy. The layout is similar to the now 
famous JVC Star Wars series of games. Although this game is 
, nowhere close to being finished, I couldn’t help but be 
; impressed by the graphics. The color and shading in some of 
1 1 the levels are simply amazing, and there are plenty of scrolls to 
I j be found. Along the way, you pick up hearts, whips, guns and 
1) the various other tools that make a gamers life a bit _ 
7-7-S* easier. We’ve come to expect good games from - 
JVC and after playing Indiana Jones, (albeit an 
" - early version) we have high hopes for the imme-^^frv. 

diate future. -K.LEE < 4 







SNGS • SUNSOFT • I6MEG • ACTION • I PLAYER • AVAILABLE AUGUST 


A PEACEFUL SUMMER 
EVENING WHEN 
SUDDENLY-- - 



S unSoft’s The Death and Return of Superman marks 
first in a series of Summer and 4th quarter releases that 
will closely follow their comic book counterparts. As 
you can see below, this superbly drawn Action/Comic follows 
the DC story to the letter. During the game you assume the 
identity of all four “Supermen” that appear after dying at the 
hands of: Doomsday; Cyborg, the Man of Steel; Super Boy; 
and the Eradicator. Each character has his own unique 
moves that give this title a vast array of playing mechanics. 
These features—along with the excellent control, graphics, 
and sound—will satisfy both Arcade/Action and DC fans 
alike. Look for a full review soon. -Kid Fan 

















AVAILABLE NOVEMBER • I PLAYER • ACTION/ADVENTURE • 8MEG • INTERPLAY • 5NES 




Interplay’s latest offering for the SNES is Blackthorne. With an amaz¬ 
ing story, mesmerizing music and incredible animation, this game 
looks to be one of this Fall’s most promising offerings for the SNES. 
Blackthorne is an involving and addicting action/adventure that 
incorporates play mechanics from Flashback, Prince of Persia and 
Out of This World. What sets this game apart is the diverse play 
mechanics, and the outstanding attention to detail and character 
interaction. Interplay hopes the ability of the player to perform many 
different acts such as: dodging bullets; running; jumping; shooting; 
setting bombs; collecting new weapons; and talking to people, etc., 
will help separate Blackthorne from the rest of the pack. The graph¬ 



ics are highly detailed and the levels are long and very demanding. 

Games of this type should draw you in from the very start and Blackthorne does just that. Once you begin concentrating on what 
you have to do for each step, you start to become more and more immersed in the game itself. Because this game is so challeng¬ 
ing both physically and mentally, good concentration and quick reflexes are required. These are the earmarkings of a great game. 
Even in its present, early state, Blackthorne shows major promise. I can’t wait until it’s finished. -K.LEE 
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contact with everyone in these towns, or you will miss all the clues needed to progress. 

On your travels, the typical overhead RPG perspective is presented. It’s when you go into battle that the game 
really shows off its uniqueness. I really love the 3/4 perspective during the battles. (Too often, you see an RPG 
battle set in a side perspective.) BOF’s 3/4 view is very refreshing. The menu-driven icons resemble cards in a 
JL* ^ deck: they’re shuffled when activated. One thing I did not like about the item icon was the lack of a 

s sorting option similar to the one found in the Final Fantasy series. 
r The animation in BOF is way better than your run-of-the-mill, stiff RPG. When you attack an 

enemy, you actually lunge toward it. Everybody is pulsing or has some kind of movement, even 


Approach Nanai during the night 
to avoid the town guards. 


After defeating the knight in Nanai’s While you rest in Winlan, Nina 
castle, you will get the first key. travels NW towards Karma. 


Along the way, pick up the map locat¬ 
ed underneath a house in Romero. 


Travel west through the forest. An evil 
wizard is at the top of this tower. 


Nina’s party faces the evil wizard. They attempt 
to defeat him and retrieve the remedy... 


no use. Nina is captured. One 
irds escapes and sends for help. 


join the rescue Defeat the wizard and you will Give th( 
* Nina. receive the remedy. Nina ca 


The king gives you permis 
to use the bridge downstai 


SNES • SQUARE • I2MEG • RPG • I PLAYER AVAILABLE JULY 

I remember how excited I was when Breath of Fire was 
first announced in Japan a few years ago. I could only 
imagine what Capcom could do with an RPG, so at that 
v ( time, BOF was a dream come true for me. However, in the 

^ back of my mind I wondered, “Will this game make it to 
] :j g , r >, I'-'i . America? Or will another great RPG get passed over?” 

a k 1 -i -m ' y't The latter seemed a better bet. 

vT'TT’ p h y/.y ♦]] ' h l C V ' One of the more attractive elements of a good RPG is its 

\ J \ _ j ? ■? v~V / j / ,j ' '' jf ability to draw you into the story. If you can’t understand 

-or read Japanese text, how can you experience all the feel¬ 
ings the game should give you? Thanks to Square Soft, 
BOF is somewhat of a rarity in that it is one of the few great Japanese RPGs that made it to the SNES. 

The story involves your basic struggle of good (the Light Dragons) against evil (the Dark Dragons). You play the role of a 
hero who is on a quest to find the six “Goddess keys” scattered throughout the land. Whoever possesses all 6 keys will 
control the entire kingdom. It is up to you to stop the Dark Dragons from getting these keys. If you succeed, peace will 
again reign on the kingdom. If you fail...Well, let’s just say you better come through on this one, son. BOF is a true 
Japanese-style RPG, where you travel back and forth between towns, talking to people. It is very important to make 





















when they are not attacking. The graphics during these battles have that highly detailed. Japanese cartoon- \ 
style artwork that I love, and which Capcom is famous for. X 

RPG's need good music to both establish a mood and keep you interested. The music in Breath of Fire is fan- \ 
tastic. Like the artwork, the music has a distinctive Capcom feel to it. You will hear a little bit of Super Ghouls and ^ 
Ghosts here and a bit of Mickey Mouse there, presented with an orchestrated. RPG flavor. The annoying feature is 1 
the battle balance. At times, easy to defeat enemies give you a lot of money and experience points, while some of 
the more difficult enemies give you chump chanqe. (Boqus!) 


the blacksmith the 1-Ore. Go north to the forest. Use the 
ill give you the saw. through the trees. 


After defeating the dragon. Bo joins. Go 
back to twin cities and talk to people. 


Make Bo lead the party. Go SW to a Then, go to the floating island NW 

hidden cave and fill the jar with water. of Romero. Use the S. tablet here. 


The King Key is located at the 
top of the tower. 


Now, go to the stone robot 
located directly north of Tantar. 


After defeating a knight, you 
will gain control of the robot. 


The robot's laser will break the dam 
causing the river to flow once again. 





















SNES • BANDAI • I6MEG • ACTION • 1-2 PLAYGR • AVAILABLE 3RD QUARTER 



morphin 


*** For millions of after school TV 
^ * junkies, one of the most eagerly 
anticipated SNES titles of ‘94 has 
ypr- got to be Bandai’s new 16 Meg 
Power Rangers. The success of the 
Power Rangers has taken the toy industry 
by storm, and Bandai is hoping the Power 
Rangers video game will build on that suc¬ 
cess and clean house this Christmas. 


Based on the Mega-popular TV show bar¬ 
ing the same name, the 16-bit Power 
Rangers has the potential to be one of the 
biggest and most popular SNES games of 
1994. In this 1 player, side scrolling, punch 
and kick action game, players can choose 
any of the five Rangers.There are five 
action levels, plus you can play 2 hidden 
one-on-one fighting levels by accessing a 
secret code. You can play as a Power 
Ranger super hero or a regular teenage 
^ kid. Once morphed, each Power 
Ranger has their own 
special powers and 
{ weapons. The 
Rangers can 

\fjiTr ' p jump off walls, 

Tte % swim through 

j' water, crawl 
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through tunnels, use air throws, set special bombs, cling 
to pipes overhead, and more. All the Rangers have great 
animation and each has their own personality and 
method of attack. Although this game is loosely 
based on the hit TV series, PR has enough sub¬ 
stance to attract action game fans. When ^1 ^ 

this game is released in August, ^ 

Ranger fans should be in i. 

heaven. . 

-K. Lee .. ^ 
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SNES • TAKARA • 32MEG • FIGHTING • 2 PLAYER • AVAILABLE JAN 95 


A fter playing every version of Fatal Fury produced by Takara, I thought they would never be able to do a perfect 
translation of the 150-meg Neo-Geo game, FF2 Special. Well, they’ve proven me wrong with a beautiful, 32-meg 
version of Fatal Fury 2 Special on the SNES. 

The main thing I look for in an arcade translation is great attention to detail. With FF2S, you get it big time! When I 
play arcade ports, I like to ask myself, “Am I getting the same feeling or adrenaline rush that the coin-op game gave 
me?” Well, in my opinion, Fatal Fury Special 2 is the best arcade-to-home translation this side of Street Fighter II Turbo 
on the SNES. The graphics mimic the coin-op game down to the smallest detail, with a level of color and high resolu¬ 
tion that is way past cool...heh, heh. The backgrounds look surprisingly close. As far as I can tell, there is no differ¬ 
ence in character animation between the arcade and SNES game. 

There once was a time when I believed you could only get visuals of this quality in an arcade game. But with 
the new 32-meg games coming out and the right developer, you can get that arcade experience at home for a * 
fraction of the cost: $79.95 to be exact. So after 320 plays (at $0.25 a shot) you’re playing for free, and you \ 

don’t have to leave the house! FF2 Special features every character found in the arcade game, even Ryo 
Sagazaki from the Art of Fighting series. There’s a code to control Ryo, just like the one found in the Neo- H 

Geo game. The SNES version will even incorporate additional codes and secrets not found in the Japanese > 

"2S srs the most impressive I’ve heard on the SNES since the j| 


SFC version. The sound and music on FF2S are the most impressive I’ve heard on the SNES since the 
original ActRaiser. To tell you the truth, the music alone would motivate me to buy this cart. The sound , 
is actually better than the Neo-Geo game in its own unique way. The fact that this game is also present- J ' 

ed in Dolby Surround is an extra bonus. Look for a combo guide on FF2S as soon as the game is 100% jt * 

























AVAILABLE JULY • 2 PLAYER • FIGHTING • 24MEG • TAKARA • SNES 


You know, K.LEE and The ENQUIRER (that’s me) sit here 
every day in our office playing all of the latest fighting games, I 
mean we play everything, good or bad, and you know some¬ 
thing? It seems to me that only two home console developers 
make great fighting games: Capcom and Takara. It sure feels 
like every game we’ve received in the past year from Takara, 
has been better than the last. And you know what? It’s the 
same thing with World Heroes 2. You know the story, it’s been 
the same in every fighting game since the beginning of time. 

You have 14 characters to pick from, and in this version, in 
the versus mode, you can pick the last bosses from parts 1 and 
2. Then there’s the speed difference. In the arcade you couldn't 
select your speed, but in this version you get 3 different speeds, 
and you also get to use all 6 buttons, unlike the arcade which 
features only 2. Trust me, with the extra buttons it’s a much 
better game as far as control goes. As usual, the sound is not 
quite as good as in the Arcade WH2, but for the SNES, it’s 
excellent, much better than FF2 and that was awesome. To put 
it bluntly, Takara has again done the impossible, fitting a 146 
meg Neo Geo game into a tiny 24 meg cart and keeping it close 
to the original. SAYONARA. - THE ENQUIRER. 


























































It’s been a long time since I’ve played a good skiing 
game, remember Slalom on NES? It has been a LONG 
time! Now, winter’s sport of sports returns, with Tommy 
Moe Winter Extreme, Electro Brains impressive new 
Snow Board/Skiing game. You may have seen this game 
before, under the name “Winter Extreme.” In fact, we 
previewed the game in our January 1994 issue. As previ¬ 
ously shown, Tommy Moe features some of the 
smoothest and fastest Mode 7 effects ever seen on the 
SNES. In my opinion, the Mode 7 effects in TMWS blow 
away F-Zero’s, a game that set a new standard for Mode 7 
effects. Tommy Moe gives you a sensation of speed that 
will make your eye’s water and your hair blow back. 
When you start your game, you can select either a 1 play¬ 
er or 2 player game and select; Snow Boarding or Skiing 
mode. There’s 3 different events to pick from; Slalom, 
Giant and Downhill. Most of the events are pretty cool but 
my favorite mode is Freeride. You can just ride without 
having to qualify for an event. Besides having incredible 
control, there are many cool special FX in this game, 
including: Sun Spotting and snow blindness, (which to 
my knowledge has never been done on the SNES before). 

I would have to say Electro Brain has made the best 
Skiing game ever. If you’re looking for the ultimate 
downhill rush, this is it! To Electro Brain, I the ENQUIR¬ 
ER congratulate you for making the best Skiing game 
ever and I thank you for the beautiful Mode 7 FX. If 
Electro Brain did this impressive of a 
,— the first time, then I think its time 
to start planning a Tommy Moe 2, only 
with a Super FX chip this time. Sayonara 
gamers. -ENQUIRER H 
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First basketball, then baseball, now Action/Platform? 
That’s right folks, everybody’s favorite bald guy, 
Michael Jordan, is starring in his own SNES game with 
amazing side scroll action. Michael uses fire balls, ice 
balls (both of the basket variety), etc. to rid under¬ 
ground Chicago of all its baddies (some of which you 
see here). The game will make it to market later this 
year, courtesy of Electronic Arts, and looks to be one of 
the more interesting and innovative games of 1994. 
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The original video * 
game super hero is \\u ^ U ^ 

-—-— • back, with cartoon 

graphics and a thou- 

f* :-*•**=. sand animated expres- 7 * 

1 • " sions. You can also - 
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also 

play the original arcade 
game of PacMan or 
there’s a code to play 
the original Ms. 
PacMan. PacMan 2 
takes platform/adven¬ 
ture to a new level, cre¬ 
ating a truly Interactive 
cartoon for the SNES. 
More next issue. 



rr 


Here are two of the great 
new games that Capcom willr^T 
be showing at the Summer \o' 
CES-Bonkers and, the much 
anticipated, Captain 
Commando. I’ll have more 
on both of these promising 
new games next issue. 


The Pitfall legend contin¬ 
ues on the SNES this 
Summer, with an all new 
adventure that you will 
have to see and hear to 
believe. From the graph¬ 
ics to the music, this is 
one of this year’s most 
impressive new SNES 
titles. I’ll have some big 
coverage on Super Pitfall 
next issue. 




Street Racer is a Super 
Mario Kart meets Mad 
Max type of game. It’s an 
arcade style game that 
brings together the best 
elements of RACING and 
FIGHTING. There are 8 
different courses and, in 
four player mode, the 
screen is split 4 ways 
horizontally, allowing for 
4-way simultaneous 
play-a first for the SNES. 
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THE ENQUIRER S H 


super funiicom 


After years of waiting, Nosferatu finally has a 
release date! This September, Super Famicom 
owners will experience one of the most amazing 
16 meg games ever created. From the animation 
to the unique play mechanics and haunting 
music, Nosferatu has it all. We ll work on getting 
you a US release date on this one right away. 
Look for major coverage in future issues. 


Nintendo’s sequel to one of Japan’s biggest selling RPGs: Mother, is about 
to hit in Japan. This 24 meg RPG is said to have an even better storyline 
than Final Fantasy 3. That seems hard to believe. It sure doesn’t have the 
graphics. We’ll give you the scoop on Mother 2 in an upcoming review. 


Based on one of Japan’s biggest animated shows, 
Poltergeist kid 2 features SF2 style play mechan¬ 
ics and tons of special moves. From what I have 
seen, this could be one of the best fighting games 
of ‘94. Look for a full review next month. 


muMi 




dfeisteiftii 


Sunsoft of Japan is hard at work on Albert Oddessy Gaiden. This time the fight scenes are authentic RPG 
instead of strategy. Gaiden is 24 meg and features 256 colors on screen. The special effects are said to be truly 
cutting edge. We’ll have a review this summer. So, we’ll see...Hey Sunsoft, what happened to part one’ 




The programmers and designers at 
Banpresto are working around the clock 
to finish Great Battle 4 by September. 
Fans of the first two games will be 
happy to hear that this game is rumored 
to be at least twice as good as the last 
version. Personally, I just can’t get 
enough of these little garbage cans. 
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PATTON, ROMMEL, MONTGOMERY AND ZHUCOV! It was hardene( 
devised the strategies and led the forces in the fight for Europe during VW\ 
general, giving orders to your best commanders in KOEI’s exciting new vide 
Take charge of the Allies as they prepare to liberate Europe or lead the 
ruthless Axis in its push for global domination. Victory can be yours in the 
War in Africa, the famous tank battles at Kursk, Battle of the Bulge, Battle 
for Normandy and the Fight for Berlin. 

Along the way, assassinate enemy commanders using Special Forces, have 
engineers destroy bridges and lay mines, sabotage supply lines and drop 
paratroop units into occupied cities. 









VOLTAGE 




| urassic Park is Universal Interactive Studio’s first foray into the video game world. And, while it is a good first 
effort, the 3DO game falls a little bit short of the level of play found in the SNES and PC versions of the game The 
problem isn’t in the execution, but more in the designers’ idea of what is fun. The gameplay takes the tried and 
rue video game formula of using simple arcade play mechanics in a multi-level environment, where the difficulty gets 
ireater as the game moves along-but not the diversity. The play environment is very attractive, with excellent color 
in J . SOand ’ and g ° od animatlon >n the arcade sequences. Your goal is to take the stranded inhabitants of the island 
ind lead them to the safety of the heliport, thus giving them sanctuary from the dinosaurs that roam the island. As you 
nove across the island, you will play through three arcade sequences (over and over again); a side scrolling taser-a- 
hon where you must toast a series of Spitters, a first person driving sequence where you are being pursued by a T- 
*?* and r St l L OVer the terram tD Safety ’ and a first person maze trough different buildings on the island (they 
M look the same) where your goal is to find the keys in each of the four rooms-one allowing access to the next In 
ddition you must access the engineering and computer system on the island to crack Nedry’s code and call the 
a n 9 ° ®rt ip to re f cue the survivors. You do this by playing a series of five versions of classic VCS games (Asteroids 
-entipede and Space Invaders clones, among others). I think I understand what the design at 3DO was tryinq to 

lollvwood T W hfv Z rj- think the ? ame has been diluted because of the film a "9le and the idea of an tractive 
rnS :J V T !T 9 T® first and game SeCOnd - The end result is that the game, although attractively and 
rofessionally packaged, is one dimensional. I do, however, see early signs that Universal Interactive will be one of the 
ood guys in publishing movie studio software. Their next game is Way of The Warrior...we’ll keep you posted - Talko 
















AVAILABLE JULY • I PLAYER • RACING/COMBAT • EA • 3DO 


Everybody in the video game industry is talking about the next generation IB 
systems and what they can and can not do. Sega’s Saturn and Sony’s Play UK 
Station are the current hot topics. Much of the excitement surrounding these QW 
systems is being generated by their initial releases; Daytona racing (Saturn) jT#( 
and Ridge Racer (Play Station). As excited as I am about the prospects of O* 
both those machines and the racing games mentioned above, I have just seen X* 5 
the most incredible racer and it is on my 3DO. The version of the game shown 
here is pre-Beta, but we have seen enough to know that Road Rash 3DO will 
be as important to the sales of 3DO hardware as Daytona and RR will be to 
their respective systems. Q 

3DO owners will not believe their eyes when they begin to play Road Rash. X 
As good as the 3D, real-time graphics were in Crash & Burn and Total Eclipse, U' | 
the frame rate and detail in EA’s new engine are even more outstanding. This g; 1 
game represents all that the next generation hardware has been promising for Y < 
the past year. Road Rash makes extensive use of the FMV capabilities of the O j 
3DO hardware, has an outstanding soundtrack that features some of the X { 
biggest names in alternative rock, including Soundgarden, and takes the addic- Uiy 
tive gameplay found in the original game (on the Genesis) to a higher level. 

The racing/fighting competition takes place over 5 different areas of north- jHK 
ern California. What you are seeing in this preview are the Pacific Highway Qw 
and Peninsula courses. To say this is reality is to underestimate the quality of jRflH 
this game. Road Rash brings graphic realism and un-real racing and fighting Q 
action to an alfmewievelrThe Pacific Highway is breathtaking! I’ve driven I. 1 
down the Mendocino coastline many times (in ‘real’ life) and, I swear, this IS it! UM 
And the Peninsula course gives the player a sprawling suburban nightmare, Mi 
complete with spaced out pedestrians moving lethargically across the streets 
(OOPS! You didn’t really need that foot, did you pops?). The twisted, trash or 
be trashed mentality (and reality) that is present in Road Rash is incredibly YjH 
addictive. And, more to the point, it’s an asphalt melting, pedestrian mauling, n» 
skull crushing, old lady on a walker freakin’good time. jHM 

Look for a complete review on the finished game in the August edition of the OH 
3DO Zone. Until then, get the hell off the sidewalk, or I’ll put you and your !■ 
sorry tricycle into orbit. -Talko UH 










3DO • INTERPLAY • ACTION • I PLAYER • AVAILABLE NOW 


M y Paruba! Out of This World, the now classic game 
that defined the Action/Puzzle^enr&^is available 
on 3DO-and what a game to behold! Not content to 
simply port over the SNES or Gepesis versions of the game 
with a new soundtrack, etc., Interplay has given 3DO play¬ 
ers a graphic and sonic masterpiece. The color usage and 
texture mapping in OOTW is breathtaking and the peerless 
animation found on 16-bit is even better, with the muscle 
of 3DO’s RISC processing in tow. The story and play execu¬ 
tion are exactly the same as the original, but the gameplay 
has been enhanced through better play control and quick¬ 
er gameplay. Fans of OOTW and Flashback will be very 
pleased with the 3DO version and pleasantly surprised at 
just how different the game looks and FEELS. Out of This 
World has been a favorite in the halls of GameFan since the 
magazine’s inception. Even old OOTW war horses, Kid Fan 
and Brody, couldn’t wait to get the 3DO controller into 
their hands, and they’ve beaten the 16-bit versions a bazil- 
lion times. If you haven’t played the other versions of this 
game and you are a new 3DO owner, you are in for a real 
treat. The gamMplay is difficult and puzzling enough to 
keep even the best player challenged, but never to the 
point of frustration. And the rewards are scattered 
throughout the Jame. Out of This World is one of the best 
executed games of its kind and testimony to the dedica- 












In another world, at another time, the world was filled with 
light; and all kinds of creatures and plants dwelled in it. . 
But the powers of darkness soon appeared and the ground i ■ 
was torn apart. Ordinary plants took on grotesque forms ( 
and everything lost its vital energy. The powers of dark- § 
ness, with fire and swords, then created minions of mon- "| 
sters. These powers were called ‘Azriel’. 

Finally, the Goddess Terra came to survey this world and J 
discovered this critical situation. Although everything 1 
seemed hopeless, she summoned up her greatest strength j, 
to try to defeat Azriel. Her only defenses were courage, 
hope and love. 

What’s the name of this ill-fated world? Powers Kingdom. 

I welcome you to the first of what will hopefully be a long 
line of import RPG’s for the 3DO. This truly is the next & 
level for RPG players. As our publisher, Mr. Halverson, 1 
wrote in last month’s Ed Zone about the RPGs of the future J 
(or what he hoped they would be), he had no idea that such | 


a game was nearly completed. He certainly had no idea 
that Kei Kuboki, our International Editor, had already 1 
secured a preview copy. “...Rendered characters can travel 
through a realistic 3D environment and really approach and 
confront enemies,” he said. In Powers Kingdom, that is 
exactly what occurs. 

The second you turn this game on you know you’re in for 
something special, new and different. The music is, to say I 
the least, unbelievable. Dramatic melodies, Jazz, and 
Heavy Metal are all used perfectly in sync with the game. 
Here’s a basic over view of how PK works: You start out 
with one single warrior. The warriors created by the ] 
Goddess Terra are tiny robots with inter-changeable bodies. I 
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Each character can have up to 4 bodies in tow, and draw from the 
powers of each in battle. This gives you a broad range of attacks and 
healing capabilities throughout the adventure. 

After you meet your first companion (a Priest with strong healing 
powers and a holy attack, complete with angels’ voices), you enter the 
first area that you must rid of the hideous Azriel monsters. 

Here, you will walk about in a realistic 3D environment searching for 
treasure chests that are marked on the map in yellow. The enemies are 
marked in red. As you confront these enemies, they appear through 
the fog. Terra then alerts you, “Danger, danger!”, and your forces are 
assembled. Like a 3D Shining force, you choose your course of attack 
and then watch your warrior carry out his assignment. 

This is a thing of beauty unlike I have ever seen. Whether you use 
fire, lightning, shurikens or magic, it seems real, and is a sight to see. 
If you win the battle, all your bodies morph back into one and you’re off 
in search of more monsters. Once you have cleared the area and 
searched it completely for items, you warp out. Then you either enter a 
shop or another area. Each area is texture mapped to perfection and 
the scaling is smooth and seamless. In the shops you can purchase 
healing herbs (for 10 credits) and other potions, weapons, etc. Each 
time you buy a new body you must equip it. 

I have provided a simple translation to help you: Basically, save 
before you buy and then watch your HP, MP, etc., as you assign new 
weapons. They will of course rise if you have chosen correctly. As the 
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T he power of the 3DO is truly beginning to shine 
through! Dr. Hauzer is a good example of what 
the next generation has in store. For months 
now, we’ve been hoping for a “virtual” RPG, and 
although this isn’t exactly that, it is close. The 
engine used in Hauzer could easily support such an 
adventure. Dr. Hauzer is a ghost story seen through 
the eyes of a news paper reporter, Adams Asler, as 
he investigates a bazaar murder. 




The environment within the game is outstanding. 
You can switch between a first person, behind the 
person, or overhead views at any time. Not only is 
this aesthetically pleasing, but it is a necessary play 
mechanic as well. As you move from room to room 
collecting items to either open doors or spring traps, 
you are in complete control. Everything is rendered 
on the fly. Adams can run, jump, look up and down 
and use a variety of weapons. When an item is in 
use you will actually see it in Adams’ hands—some¬ 
thing gamers have been longing for. The music 
throughout the entire game is excellent, 
setting the spooky mood perfectly. 

The control is surprisingly user- 
friendly and precise. The first time 
^ you play Dr - Hauzer you’re in such 

disbelief of what you are seeing that 
it doesn’t really matter what happens. 
This truly is a breakthrough effort for 
a home console. PC users are already 
familiar with these brilliant spectacles; 
until now they were never so user- 
friendly (i.e., no bulky PC required). 


As incredible as Dr. Hauzer is, 
it is a short game. 
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AVAILABLE NOW JAPAN • I PLAYER • ACTION/ADVENTURE • RIVERHILL SOFT • 3DO 



Resourceful gamers will make their way through 
this brilliant adventure in 5-10 hours, that is if yoi 
go straight through. It will take many more 
attempts to unlock all the mysteries within the 
house. I’m sure that you will feel the 

J need to play this one over and over. 

The intro, and ending cinemas are 
awe inspiring as is the entire pack¬ 
age. US release...imminent. -E Storm 





















































It’s the game that’s been on the top of our Most Wanted list for six months, the game that stirred the media like a Me’ 
Donald’s shake, the game that drives the Postmeister crazy, the game where a human being turns into a dragon and 
bites your head off; Mortal Kombat 2 is close at hand. Both versions will gush blood and gamers everywhere will lock 
themselves indoors until Shao Kahn falls in defeat. Buy a new set of headphones or sound proof your rooms because, 
this time out, both versions will be louder and meaner than before. Expect unparalleled coverage in GameFan, the only 
magazine that brings you ink dripping high-res pages that scream with color. Look for more MK2 coming soon. 
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Chalk Up 
Dude! , 


It's The Best Rack In Town! 


Finally, there’s a video pool game that actually “feels” like real billiards. 
Billiard Congress of America Championship Pool uses multiple 
viewing angles and astounding zoom-in screens to recreate pool 
on your video screen. 

Pit youself against the computer or play up to eight players in 9 ball, 

8 ball, straight pool and more - a total of 14 different pool games. 

In the Championship Mode, you can even qualify for the World 
Championship Tournament. 

Shoot with the best - Championship Pool from Mindscape. Real pool 
“feel” for your video game system. It’s the break you've been waiting for! 



Now Available On 
Sega Genesis ™ 
Also For NES®, 
Super NES® 

& Gameboy^ 
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MLBPA BASEBALL FOR GENESIS* 
EA SPORTS GOES BACK IN THE Btfjt 
WITH THEIR FOLLOW-UP TO LARUSS 


TALKO TALK...SHARKS ON ICE, I LIKE MIKE 
INSTANT REPLAY...SUPER BASEBALL 2020 FOR NEO GEO 


C HOMP!!! This month, we 
begin with those upstart San 
Jose Sharks and their improb¬ 
able run toward the Stanley Cup. As 
any died-in-the-wool hockey fan will 
tell you, if you make the playoffs and 
your goalie is hot, anything can (and 
will) happen. Just look at the Kings 
last year vs. this season. It doesn’t 
take much for the once mighty to fall 
or for the new kid on the block to 
make a good run. It was a great thing 
while it lasted and San Jose fans can 
look for even more excitement next 
year! Michael Jordan (re: the sultan 
of dink) update! As of this writing, 
Michael is hatting .253 in AA ball with 
no dingers, a few stolen bases and a 
major hole in his glovc...should just be 
a matter of time before he gets that 
call from the big club (yeah, right...! 
guess he’ll try pitching next). How 
hard can it be to throw 100 MPH fast- 
balls and nasty breaking stuff? In 
other baseball news...it may still be 
too early, but the effects of realign¬ 
ment look to be staggering for major 
league baseball. Two division leaders 
under .500?? And, as Nolan Ryan 
recently said, the quality of major 
league pitching talent is on the wane 
as a result of expansion. In his words, 
any AA left-hander can make the 
bigs...maybe that’s the answer Mike, 
become a southpaw! How about those 
Denver Nuggets and their complete 
dismantling of the Sonics? I’ve said it 
before...you are only as good as the 
point guard that brings up the ball 
and Gary Payton is a complete head 
case. As long as he runs the show', you 
can count on the Sonics to blow up in 
the playoffs. Odds makers are betting 
that we’re looking at Knicks vs. Suns 
for the championship, but don’t count 
out my dark horse pick, the Utah 
Jazz. They have the depth and playoff 
experience to challenge Phoenix and 
they match-up well against New York. 
The best moves upper management 
ever made were sacking Eaton and 
obtaining Chambers and 
Hornacek...those old Phoenix boys 
could come back and haunt their for¬ 
mer teammates...Big time!!! 
Remember folks, you read it here 
first...the all-Talko NBA finals; Utah 
vs. Chicago!!! See you next month... 
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T he most dangerous of all motor sports comes to the Sega 
CD in all of its glory! Will you survive the circuit and 
make it back for another year? Will you have success 
going head-to-head against Andretti, Fittipaldi and the rest? 

Sega Sports gives you your chance to find out with one of the 
most impressive racing games to date: FI World 
Championship. I believe that, for a sports title to reach the pin¬ 
nacle of quality design, it must give the player the feeling of 
true role playing. If you are judging a baseball or football 
game, does the design team put you in the thick of the action and make you feel like 
you ARE Joe Montana or Ken Griffey, Jr.? In the case of FI racing, are you in the 
cockpit? Do you actually simulate the entire week of racing, not just qualifying and 
race day? Do you race as a team, with all of the actual FI drivers and racing teams? 
If you are playing FI WC, then the answer to these questions is an unequivocal 
‘yes!’. Never before has such an ambitious racing project been taken on by any 
design team on any platform. Sega of Japan and Fuji Television have come together 
to produce the most realistic, exciting racing simulation to ever grace a video game 
screen. From the gorgeous scaling objects and detailed, authentic courses, to the 
extensive interaction between you, as the driver, and the rest of your team, FI World 
Championship blends the best of arcade gameplay and detailed Grand Prix simula- 
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Never before has such an ambitious 
racing project been taken on by any 
design team on any platform. Sega of 


Japan and Fuji Television have come 
exciting rac^r^Psimulation 


grace a video game screen 


tion with a feeling of sports role playing that is beautiful to — ' • •'. 

behold. It is not enough to have had success in other racing ? 
games that came before this standard bearer. FI WC ~7 f~" 

DEMANDS that you really understand the dynamics of a ’ ™ 5 

Formula One machine and that you know San Marino as well as the street you live on. This game 
requires that you LIVE it, not simply play it. Be prepared to dedicate a decent chunk of your life 
just to becoming competitive. It took me over three days of playing before I earned my first 
Constructor points (I finished in 6th place, grabbing ONE measly CP in the process!). This is not 
an indictment of the game, quite the contrary. The extended learning curve and tremendous con¬ 
trol system make you appreciate the skill required to compete in FI World Championship. For 
arcade racing fans, there is enough speed and graphic candy here to keep the most dedicated 
Sega racing fanatic glued to the game for hours at a time. Although there isn’t the instant gratifi¬ 
cation built into this game that is found in Virtua Racing, the long term play value is unmatched 
and the graphic depiction of the FI courses is second only to high end PC racing sim’s. This title 
is the first,on Sega CD to make COMPLETE use of the scaling and rotation capabilities of the 
hardware, and to present it at a frame rate that rivals most arcade racing games. The pre-release 
version of the game that we are reviewing here suffers from competing cars that have a case of 
the ‘jumpies’, but Sega has assured us that the frame rate on competing vehicles would be 
improved in the final release. I think that the overall quality of FI World Championship can be 
summed-up by analyzing vehicle control. This is the first racing game that I have played on any 
video game system that required the player to have a complete mastery of REAL racing tech¬ 
niques. The brakes are finally your friend, not a last resort for making a corner. If the road sign 
warns “100 MPH”, take heed...fire through that turn doing 180 and you’re going to be playing a lit¬ 
tle game of tag with the chicane. Lastly, if you’re the type that buys a game more for its beauty 
then the gameplay beast that lies within, you’ve come to the right CD. The course graphics, sig¬ 
nage, tunnels, buildings, trees, banners, etc., are gorgeous, and the level of detail present in 
some of these objects is amazing! And, speaking of detail, let me give you a great example of 
just how phenomenal this game is. I was racing in Monaco and it was a rainy day. Naturally, I 
switched to my rain tires to get a better grip on the road. Well, after a few laps, the rain stopped 
and I pulled into the pits to change back to regular tires. I got back onto the track and noticed, in 
hard turns, that my car was sliding. It had stopped raining but the track was still wet! It took a 
few more laps before I regained my footing...amazing! If you loved playing Virtua, FI World 
Championship by Domark, Jaguar XJ220, etc., then FI WC will be a required purchase. If these 
words and pictures don’t convince you to purchase FI World Championship, go to your local 
dealer and ask for a demonstration. You will not be disappointed! -Talko 
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F irst of all, for those of you who own both the SNES 
and Genesis, the SNES version of MLBPA is a better, 
more polished product than the Genesis game 
reviewed here. This is not to say that the Genesis MLBPA 
is a bad game, quite the contrary. MLBPA Baseball is a 
good game of arcade baseball that has some rough edges. 

In fact, it reminds me of Sony’s ESPN Baseball in that it is 
a strong concept that needs a little more attention to detail 
and care in the execution of the game’s play mechanics. 

Graphically, the game is similar to its Nintendo cousin, with large character 
graphics and a pseudo-3D presentation that switches to a 3/4 view in the play 
field. Actually, the Genesis game remains in 3D mode longer than the SNES 
title. So long, in fact, that it makes you question why there is the 3/4 view at 
all—the game is completely playable in 3D. And, like the SNES version, MLBPA 
Baseball is obviously modeled after SNK’s Baseball Stars 2 for the Neo Geo. 
Character animation is good, though not up to the standards of the SNES 
game. The sound effects are excellent, with crowd cheering and booing that 
reminds me of the interactive crowd in NHL Hockey. The pitching and hitting 
mechanics are the standard in-out and timing made popular in the days of 8-bit. 
It is not particularly unique, but it is one of the best implementations of this 
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play style to date. Where the game falls down is in the 
fielding. While you are in the 3D mode, it is simple 
enough. But, when in the 3/4 view, you quickly lose your 
sense of reality as fielding becomes a matter of moving 
your player cursor toward the ball cursor in the overhead map. The irritating part is that the 
movement is VERY slow and the cursor system is not very accurate. You position yourself 
right over the target in 3D mode and then, when the game switches to 3/4 view, you are 
about five feet from making the play! This is extremely frustrating. Also, your teammates 
are very conservative and it is common for throws to the plate, that should have a good 
chance of cutting down the runner, to be cut-off by an infielder—allowing the runner to 
score. EA Sports has built an excellent reputation for producing the highest quality sports 
simulations, but they seem to be having a little trouble with baseball. In MLBPA, the catch¬ 
er moves only on foul balls, runners take an inordinate amount of time making it to first 
base, but the same runners have no trouble stealing second. The fielders seem to switch 
hands at Will! One moment, your second baseman is left-handed and the next moment he 
is throwing with his right. In addition, the pitcher will cut-off your second basemen’s throw 
to first (I have no idea why he is in the area of play!), the baseball is sometimes the size of a 
medicine ball and every pitcher in both leagues has a 100+ MPH fast ball! 


Now for the simulation side of things...Thanks to EA’s “save without a battery” feature, 
you can play an entire season without having to record passwords. But, the game does not 
save statistics. In fact, it doesn’t even track the stats during the game, nor does it give you 
a box score at the end of the game. Also, the game does not reflect Major League 
Baseball’s division realignment. These are serious omissions for anyone who is more than 
a casual baseball fan! On the positive side, MLBPA Baseball’s computer opponents will 
give you a tough challenge for the pennant, wind has an effect on fly balls (a small lesson 
in physics that other baseball game publishers might take heed to) and you can manage 
your team’s defensive alignment. 

In spite of the negatives, I enjoy playing MLBPA Baseball. The SNES version is a better 
game and it is not in a league with World Series Baseball, but it is still a fun play and it fea¬ 
tures the best home run sequences in the game (video that is!). A few more months in the 
ol’ design studio and this game would have given World Series a run for its money. Oh 
well, like the game itself, there’s always next year. -Talko 
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ESPN Baseball Tonight 
is here, and it blows 
the competition 
right off the field. 
With unprecedented 
player control, super- 
responsive “touch,” and Chris 
Berman and Dan Patrick in the 
booth, this is the ultimate baseball simulation. 

We started by 
filming real base¬ 
ball players against 
a blue screen. 

Then we digitized 
the footage. The 
result is an arcade- 
style experience 


Incredible bat control with normal, high and low 
SWING POSITIONS. 


with the 
smoothest, 
most realis¬ 
tic player 
movement 
you’ve ever 
seen. 

The bat 
control is 

unbelievable. High-inside fastball? Swing high 
and take ’em deep. Curve ball low and away? 
Swing low and go to the opposite field. 

The pitching is just as intense. A radar 
gun clocks each pitch to let you know how 
fast you can bring it. But if you throw heat all 
game long, your arm will die early 

You’ve got all 28 Major League teams, 



iuted by Sony Imagesoft, 2100 Colorado Ave., $ 
















including the new divisions and 
the expanded League Champion¬ 
ship Series. Use your password to 
track your favorite team through 
both rounds of the LCS and the 
World Series. 

You’ll hear digitized sound 
effects with crowds that actually respond to the 
action on the field. Sound realistic? Of course 
it is—it’s 
got ESPN’s 
name on it. 
So if 
you’ve 
been play¬ 
ing those 
other 

Chris Berman reports “uve" from SportsCenter. 

Dan Patrick calls the play-by-play. 


baseball games, put them away. You’ve 
had enough practice. 


EVERYTHING ELSE 
IS JUST PRACTICE.™ 
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G et ready race fans, it’s time to start your controllers! EA 
Sports is about to release their third driving game, “Mario 
Andretti Racing.” Following on the heels of Lotus I and II, 

Andretti Racing offers a unique racing experience not found in 
any other previous cartridge based game. The option list is 
lengthy, and there are over a dozen different courses—all related 
to the race circuit you have chosen (i.e. sprint, stock, or Indy). 

One of the more notable features is the “Career Mode”, where 
you chart your progress while you work your way toward the sta¬ 
tus of Mario himself. Andretti Racing has just about every feature you could ask for, 
except for a battery to save your career, stats, etc. This is accomplished with the video 
game equivalent to the auto industry’s passive seat belt restraint system—the “password 
save” feature. Hopefully, like automatic seat belts, this feature will someday be obsolete! 

Well, to get “back on track” (I hope you’re appreciating these auto metaphors!), the list 
of options is extensive. There is one- or two-player mode, with two player mode being 
split 50/50. Before each practice race begins, you can choose: 1) skill level—rookie or 
pro; 2) driver view—nose cam or chase cam; 3) race circuit; 4) your car color; 5) your 
car number; 

6) auto or manual transmission; 7) desired race track; and more! I love the colors—the race 
cars look like they’ve just been waxed! Once you pick your desired play mechanics, you bet¬ 
ter be able to: a) slide; b) rumble; or, c) maneuver your way around the different courses. 
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spend some quality time witn your controller, as it will take r«i i 
awhile to get the hang of “sliding” into the corners. Don’t try to 

floor it through them or you’ll spin out—every time! Also, don’t try to brake through them because— 
that’s right—you’ll spin out! About the only thing that will get you through is easing off the gas and 
coasting around. However, your competition will undoubtedly fly by! Like I said, be prepared for 
some rough going early on in your career. 

If you chose b), the stock car circuit (and my personal favorite), you will be treated to the rumblin’, 
stumblin’, bumblin’ of the good ol’ boys and their 200 mph marvels! Flying around the oval tracks in 
these mean machines is a treat, and the ability to pass on the straight-aways and hold your position 
through the corners is an acquired skill, believe me! One tip: ‘draft’ off of the racer in front of you. 
This will create less drag on your vehicle and give you more speed with which to catch and pass that 
driver! Fantastic! 

Now if Indy racing is where you want to be, then maneuver your vehicle over to c)! Here’s where all 
the tricks you learned in sprint and stock racing come into play. You’ll test your mettle against chal¬ 
lenging courses and experienced drivers. With Indy racing, you’ll really have to leave your lead foot at 
home and bring your stamina and reflexes instead! 

In addition to all the formats and options listed above, Andretti Racing also gives the one-player mode 
a “Virtua Racing”-like feel with four different views available to the driver on a split screen. These are 
the rear view, competitors’ view, map view, and full screen shot. Changing from view to view is as 



simple as flicking the c) button. 

There’s a lot to like about Mario Andretti Racing, but probably not enough new technology to push 
this game into my personal top 5 racing games. I look forward to a sequel with perhaps a few more 
technological advances and a battery thrown in for good measure. 

Before I get hauled off to the funny farm (where most of the review crew reside), I should make it clear 
that this is by no means “Virtua Racing” or anything resembling the hit arcade (soon to be hit car¬ 
tridge) game. This is not a knock on Mario, but they are two very distinct games—almost like Role 
Playing games vs. Action/Platform games. My first impression of this cart was that of a slightly 
souped-up “Pole Position” on the 7800, and a bit like the Epyx title “Pit Stop” on the Colecovision— 
nice but a little generic. However, after spending a lot of time behind the control pad (there he goes 
again), I can appreciate Mario for what it is and not discount it for what it isn’t. Like the previously 
mentioned Lotus games, I don’t think EA is trying to deliver a knockout punch to the racing game 
genre. Rather, I think they’re trying to deliver something that the genre may have been lacking. In this 
sense, I think they’ve succeeded. Hopefully enough gamers who live for racing games will agree and 
give Mario a shot. -Dr. E (written in memory of Aryton Senna) 
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"If it's in the game... it's in the garnet If thpi 

Drop a beautiful cross to your ace “ LUUI\ LI 1C 
front-man and watch him hammer n i imhor nno 

it into the back of the net! IIUII lUUf Ul 1C 

name in 

sports video games to capture the 
number one sport in the world. 
FIFA International Soccer from EA SPORTS: It's Italy 
attacking Brazil. A perfectly executed bicycle kick 

by Germany 




A header just 
past the 
goalie's reach and into the 
net by England. 


East meets West. With FIFA's 64 
international teams and six regional 
All-Star teams you can match 
Europe’s tops against the greatest 
players in South America—quite a 
match-up. 




Over 150 clips of real international 
footage integrated into both coach¬ 
ing and game modes. 



It’s the most 
animation yet 
in a sports 
game. So every I 

corner kick, New player artwork and animations bring a new 

p>\/p>r\/ Qlirlinn tPir'ldlP* level of realism t0 FIFA International Soccer—more 
CVCI y OllUII ly Laur\ic, animations than any other sports game. 

every move is picture- 

perfect. Plus you get the strategy the plays, the 
screaming, chanting fans right out of the stadium. 

Visit your EA SPORTS dealer or call [800] 245-4525 
anytime. And get the world’s best soccer game, hands down. 


SPORTS 


If it’s in the game, 
it’s in the game™ 


You 9 et al1 tFe moves of 
the international greats. 

Like a sliding tackle so real, it'll knock you off your feet. 

EA SPORTS, If it's in the game, it's in the game, 4 Way Play and Electronic Arts are trademarks of Electronic Arts. Sega, Genesis. 
Super NES* and the official seals are the trademarks of Nintendo of America. Inc. 4 Way licensed by Sega Enterprises 



Dolby and the double-D 

































SIDEKICKS 


O ne of the biggest U.S. sporting events of the year will undoubted¬ 
ly be the 1994 World Cup. Many sports fans are thinking that this 5NK 

major event will spark an overwhelming level of interest and ______ 

acceptance of soccer in America. In many countries around the world, aULLcK 
soccer is a massively popular and rabidly followed team sport. From 2 PLAYER 
far reaching places such as Brazil, Spain, Japan or Africa, the game of 
soccer «or football, is it is known outside of the U.S.,» has obtained IOO+ MEG 
the envious title of being the most popular team sport, worldwide. This AVAIL JULY 

fact makes soccer’s lack of popularity in this country all the more puz¬ 
zling. Luckily for the American fans of the sport, the World Cup tourna¬ 
ment will take place in several large U.S. cities this year. Since we live in a capitalist society, 
prepare yourself to be bombarded by plenty of World Cup paraphernalia. T-shirts, soccer balls, 
banners, posters, skivvies, anything that can have a World Cup label, or can be associated with 
the World Cup tournament in any way, will surely be greatly exploited this summer. Since video 
game developers are well schooled in the exploitation department, an overabundance of soccer 
games (good and not so good) are a result of the interest shown in the World Cup tournament. 
World Championship Soccer, Soccer Shoot-out, FIFA Soccer, etc. were among the soccer 
games previously covered by Dr. E and me in GameFan Sports, and I had the opportunity to give 
our readers an in-depth look inside Capcom’s Megaman Soccer for the SNES. K.Lee now turns 
his attention to the latest (and perhaps greatest) soccer game to hit the offices of GameFan. 

SNK’s Super Sidekicks 2 is making its debut on the Neo-Geo and it turned out to be, unex¬ 
pectedly, an outstanding piece of software indeed. Before we get too involved in the content of 
Super Sidekicks 2, there are a few observations and opinions that I would like to take the oppor¬ 
tunity to voice at this time. In my mind, SNK is the most impressive, non-Sega or Nintendo hard¬ 
ware and software developer on the planet. That may, at first, seem like a backhanded compli¬ 
ment, but I assure you that the talented men and women at SNK are held in the highest regard. 




CREOPT& 09- I.EVE-L.— 1 ; 

CREOITS* -11* • 






















■ r 


They launched the Neo Geo console in 1990 (4 years is now consid¬ 
ered an eternity in the video game industry) and, to this very day, 
many enthusiasts still consider the Geo to be one of the most 
advanced and highly desired pieces of hardware out there. The 
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arcade Neo Geo was widely criticized from its inception. Many pun¬ 


dits lead us to believe that having identical coin-op and home versions of a game would sacrifice the potential 
of the arcade game. Conversely, these boneheads assumed the home user would see no reason to buy a 
game they could play for a quarter, months before it surfaced on the home console. Well, it now seems as 
though Sega, Sony and Nintendo will have home and arcade versions, of their next generation 
hardware-sound familiar? Can you say, “way ahead of their time?” Surely these “experts” lack the intestinal 
fortitude to question the choices made by these three massive corporations. Then there’s also the Neo-Geo 
software to consider. The SNK programmers have made great strides toward the goal of software excellence. 
I’m sure many people, including myself, remember the old days when you could waltz through your brand new, 
$200 game in under an hour. In many instances, the gameplay, replayability, graphics and sound in these early 
games left much to be desired, especially considering the monetary investment they demanded. How times 
have changed. Few would question the quality of recent SNK games. Fatal Fury 2 and Fatal Fury 2 Special are 
fantastic fighting games, Top Hunter looks like it may set a new standard for action games and Samurai 
Shodown is considered to be one of the best games of all time. Now comes Super Sidekicks 2. To me, soccer 



games are about as intriguing as a toe cheese seminar, but that’s beside the point. Not only is SSK2 a great 
soccer game, it’s a great game...period. 

So, what’s so great about SSK2? I bet you wondered when I would finally get around to talking about the 
game, didn’t you...well here goes nada! The game uses only the A, B and C buttons. On offense, you shoot or 
do a low pass with A, high pass with B and short kick with C. If you tap the A or B buttons, you will do a short 
pass and, if you hold them down longer, you will do a long pass. While on defense, you can slide with A, tack¬ 
le or throw with B and select a different player with C. You can choose your favorite team from 6 different 
areas of the world, each with 8 teams, for a total of 48 countries. Then, you select which aspect of your team 
you would like to power up (offense, defense, speed, it’s up to you). Now you flip the coin and you play the 
game. The first thing to stand out in the 16-meg SSK2 is the gameplay. Not only is the control great, but it’s 
an easy game to learn and insanely fun to play. All the players seem to have different abilities and personali¬ 



ties. In fact; the game itself has plenty of personality. 

The crowd cheers, chants and sings. Players grab you and throw you to the ground. A long the 
way, players get tired, you can do windmills, head butts, kick the ref. with the ball, etc. It’s all quite 
awesome. The sound of the players sliding on the grass or kicking the ball is very realistic. SSK2 
scales and line scrolls so seamlessly that, at times, it’s difficult to sense that it is doing so. The graph¬ 
ics are nice, with a slightly digitized effect on the smoothly animated players. Add in great voice, cool 
cinemas and awesome first person goal kicks, and you’ve got the best soccer game I have ever laid 
eyes on. This is proof positive that SNK has learned something that the editors at GameFan have 
known ail along: A great system is determined mostly by the quality of its software, not its hardware. 
Will Nintendo, Sony and Sega strengthen the next generation of the video game industry with quality 
games to back up their next generation game systems? We shall see... -K.Lee 












L ast month, Instant Replay focused on SNK’s first 
baseball game on the Neo Geo, Baseball Stars 
Professional. This month we review the second 
2 PLAYER game in the Neo Geo baseball trilogy, Super Baseball 

46 MEG 2020. In the interest of giving you an idea of what this 

AVAIL NOW 9 ame has meant to me, let me give you a little back¬ 
ground story. 

In the summer of ‘92, I first saw 2020 in a Straw Hat Pizza, in 
Pleasanton, CA. I was completely blown away—the color, animation 
and gameplay drew me in immediately. At that time, the best arcade 
baseball game was Sega’s Clutch Hitter. After 2020 hit the arcades, the 
crowd around CH quickly became a graveyard. I was in pain waiting 
for the home version of the game. I even called SNK’s arcade division 
in San Jose, CA to see if there was any way that I could buy an arcade 
board and convert it to work on my home system. Nope! AARGH!!! At 
last, the day came. Crossed Swords and Super Baseball 2020 hit EB. I 
played and played and played...absolute perfection! If there is a term 
for the gameplay in 2020, it would be “arena baseball ”. The beauty of 
2020 really lies in the bending of the rules. With limited foul areas and 
an interactive stadium where the ball is always in play, the game 
becomes much more exciting. Add to this the ability to power-up your 
pitchers, hitters and runners, and the gameplay becomes super¬ 
charged. In addition, the satisfaction you feel when you park one to 
center (for those of you who have never played the game, this is the 
only area of the stadium where you can hit a traditional home run) is as 
if you had hit a “real” home run. I have owned 2020 for almost two 
years now and I keep going back to the game. We often talk about 
SNK’s prowess in fighting games, but I think the same can be said for 
their incredible line of baseball products. Next month, it’s the king of 
the hill, A#1, top of the list...Baseball Stars 2: the arcade baseball game 
by which all others are judged! -Talko 
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JUNGLE BOOK COUGHS UP 8 FUR BAILS! 
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L ately, Sega has immediately ported almost every hit Genesis game over to our 
little buddy, the Game Gear. Let’s face it: No one is better at supporting a 
hand-held then Sega. A high percentage of the games take full advantage of the 
now dated 8-bit hardware. Jungle Book is one of them. 

As you can see, this is one of the most colorful Game Gear games in recent memory. 
It plays just as well as it looks. Although the animation isn’t quite up to Genesis 
standards, it is among the best in the GG action category. The music, though TM 
GG “jingly”, is palatable. And yes, it adheres to the original score as well as can be 
expected. Jungle Book offers a Disney cartoon experience in a pint sized package, 
and that is what hand-held gaming is all about. It’s nice to know that our little travel 
companion has both Sega’s and their third-parties full support. -HOH 
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For some time now, SNK’s Neo-Geo 
has been known as the “Fighting Game” 
system. Why is this so? Oh, I don’t know, maybe 
it’s because SNK and its licensees are out for the 
quick buck, and one-on-one fighting games have been, 
up to now, the fastest way of producing the green 
stuff. Unfortunately, the enthusiast gamers, who sup¬ 
ported the system when it was still struggling to carve 
out a niche for itself, have been left out in the cold. 
“Please!”; they cried, “make something else for us, an 
action game, racing game, shooting game, RPG, puz¬ 
zle game, Pachinko game, anything!!” Well guys, our 
prayers have been answered. SNK has taken time out 
of their busy schedule to make us Top Hunter, a 110 
meg, 2 player co-operative, side scrolling action game. 
This game has been in development for the past 18 
months and, hopefully, signals the start of a new trend 
at SNK. Top Hunter consists of five primary levels, 
each divided into two sub-levels, plus bonus levels in 
each. You can choose from either Roddy or Cathy, two 
bounty hunters with articulating arms that are out to 
make sure justice is served throughout the land. In the 
first four levels, you can select the order in which you 
would like to. play those levels (forest, ice, wind or fire) 
The levels are actually structured on two different 
planes (background and foreground), similar to Fatal 
Fury 2. In order to jump back and forth in the levels, 
press the C button. The B button is for vertical jumps 
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The mysterious fighter, Mr. Karnov, sponsored an underground 'll; ^ V 

match to beat the greatest fighter in the world . After being defeated k. 

decisively in previous battles, Karnov has been burning the flame of » ' V'-. i=#;. <i 

humiliation. For revenge, he sent an invitation to the 9 fighters in I 4 

the last match, and to 2 new participants. They are now gathering 2? 

for this new tournament, each having trained long and hard for one ~ _ — - 

year. This will surely give much excitement to the mysterious fight ‘ ** '/ / '***_ x 

with Mr. Karnov. Who will be able to taste the glorious wine of vic¬ 
tory? Only the strongest fighter will remain. Welcome to Karnov’s 

Revenge, the latest in a long, long lineup of one-on-one fighting games for the Neo-Geo. Previously + 1 

known as Fighters History Dynamite, the 12-meg Karnov’s Revenge is Data East’s follow-up to last % 

year’s controversial arcade game, Fighters History. One of the reasons for the controversy surrounding s > 
Fighters History was the game’s similarity to Street Fighter II. Apparently FH was a bit too similar to SFII 
for Capcom. Lawsuits, counter lawsuits, foul language and plenty of mud were slung (and continue to sling) 
between these two Japanese giants. The soap opera is long and lewd, believe me. 

I digress, I’m supposed to tell you about this new Fighters History game, so on with the show. What impressed 
me about KR were its playability and control. The special moves and combos were very easy to execute, helping 
me feel more in control of my character. The sound FX are another highlight. As you may already know, one of 
the most important aspects and lasting impressions of any game are the audible ones. Nobody wants to play a 
fighting game with tinny-sounding punches and kicks. Karnov’s Revenge gives you big, beefy sounding smacks, 
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crashes and cracks. Although I would have preferred better music, it fit the setting of each 
level adequately. The graphics and animation in KR are above average. The characters are 
big and move smoothly, the levels are colorful and detailed, and the floor line-scrolls nice¬ 
ly. The result of all this is a good game that suffers from “me-too-itis”. There just 
isn’t anything groundbreaking or hugely original about Kamov’s Revenge. 

Sadly, the same can be said about most of the fighting games I come across 
these days. Is the fighting game genre dying? Well, I do know this: Even the 
very elite fighting games such as Super Street Fighter 2 Turbo and Mortal 
Kombat II are not the blockbusters they once were (just ask any arcade opera¬ 
tor). If the fighting game genre is to be spared an early death, a new game must 
arise that will bring back the Killer Instinct in us all. -K.LEE 
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It looks like we may experience the greatest 4th quarter in gaming history! At the Tokyo Toy Show this June, showgoers will get the 
privilege of seeing the introduction of Sega's Saturn, Sony's Play Station ( PS-X ), NEC’s FX and more. It is New Hardware Heaven 
in Japan! Let me bring you up to speed on some of the information I've acquired up to this point. 

Sega: 

Here are some actual Saturn shots of . Although the game itself is about 60% done, these are pictures of a 30% ver¬ 

sion. A person from the VF development team told me the Saturn version might even blow away the actual arcade version! I can¬ 
not wait to see this game in action! 

I also obtained some exclusive Sega info, before I left for Japan. Here are some of the Saturn titles Sega will be showing at the 
TTS! They are... Clockwork Knight (ACT), Shin Yumemiyakata no Densetsu (A sequel to ), (ACT/FTG), 

Victory Goal (SPT), Daytona U.S.A (RAC), (ACT), Chinese Detective (ADV), Rampo (ADV), Sim City 2000, (SLG), 

Dydaross (SHT), Pantzer Dragon (SHT), Pebble Beach (SPT), Greatest Nine (SPT), Gail Racer (aka Rad Mobile-RAC), Blue Seed 
(RPG), and The Pin Ball (TBL). I may have screen shots of these games in Japan Now's last minute info, section. 


Sega Enterprises has decided to release the Genesis in Japan as well. Some of the games are completed and these 

titles will also be at TTS. Metal Head, Balette Fighter, VR Deluxe, Super After Burner, The Ultimate Fighting, Super Motocross, and 
Star Wars: the Arcade Game. There should be few CD titles as well. For more information, read this months “Other Stuff”. 

Treasure, one of our favorite software companies, has done it again. Ever wonder what would happen if the people who developed 
Gunstar Heroes programmed an action/fighting game? Well here it is! This game, “ ”, is based on a popular anima¬ 

tion TV show in Japan. When translated into English, this title’s called “Ghost Hunter Story”. One of the most incredible features 
about this game is you can play up to 4 people simultaneously. 




Nintendo: 

I think most of our readers are interested in Project Reality. Since Nintendo of America is working on this project, it is a little diffi¬ 
cult to get any information on the 64-bit system in Japan. What I have been hearing from Japan, is information on Nintendo’s 32-bit 
system. As I said last month, there are a few projects that are currently in development at Nintendo of Japan. I mainly talked about 
the SFC attachment last month, but there are now rumors about other upcoming Nintendo products. One of these new products is 
a brand new machine targeted towards new (for Nintendo) media applications (it is not a game machine). This machine is similar to 
the Apple Newton. It is a handheld system with a high resolution screen. I doubt if Nintendo would develop anything other than a 
video game system, but one of the Japanese newspapers had an interview with a representative from Nintendo and he is quoted 
saying Nintendo is thinking about launching a system that delves into brand new media. This system will have a screen that simu¬ 
lates a 3D effect (similar to a hologram) without special glasses. Also, there is another rumor that they are making an actual Color 
Game Boy with its own screen in addition to the new Super Gameboy peripheral. 


Sony Computer Entertainment (SCE): 

Please, take a few moments and study these We 

official screen shots of the PS-X. This new hardware is called the “ 
Station and Sony is still considering what they want to use for outside ports 
1994. Sony announced 108 third party developers. On top of this, there are 
Here’s a list of the 108 developers and some of the titles that have been 


the honor of presenting our readers some 
. These are pictures of a mock-up Play 
etc.). At the presentation, held on May 10, 
developers that have not yet been announced. 
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Art Dink, Ascii, Ask, Asmic, Atlas, Atorie Duvel, Amuse, Amkas, A Wave, Bandai, Bandit, Banpresto, Bing, Bisco, Bic, 
Capcom, Claudia, Coconuts, Create, Data West, Data Works, Epoc, EA Victor, Fill In Caffe, Four Tow Tow, From Software, 
Funari, Guynax, Grams, Go Soft, Ge-Ten, Genki, Harvest One, Human, I.S.C, I.T.C, 1-Max, Imaginia, Insider, Intech, Jaleco, 
Japan Art Media, Japan, Japan System Supply, Japan N.C.S, Japan Telenet, Jordan, King Records, Kogado Studio, Kotobuki 
System, Konami, M.D.P, Micro Ace, Micro Net, Map Japan, Manoa, Maho, Media Entertainment, Media Ring, Melduc, Namco, 
Nichibutsu, New, Neolex, Nova. Tokai, Orashion, Pac in Video, Panther Software, Proceed Uni, Profire, Pony Canyon, 
Polygram, Right Stuff, Ritto Music, River Hill Soft, Rainbow Japan, S.B.S, Sammy, Sanei, SunSoft, Shanor, Shogakukan, 
Sting, Stage Instruments, Save Development, Sony Music Entertainment, Sofel, Success, 3D, Taito, Takara, Tam Soft, Tecnos 
Japan, Tecno Soft, Tecmo, Tenkey, Tengen, Tokyo Shobo, Toho, Tohoku Shinbun, Toei System, Top Line, Tomy, Virgin 
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How real is this game? 
We've not only added 
true-to-life soundtracks 
and explosive new 
graphics, we've even 
added varying sea and 
weather conditions that 
will rock your living room. 


Super Battleship™ is the all- run and use a whole new 
new video version of the impressive array of weaponry 

classic naval warfare strategy to defeat your enemy through 
game. But now, your battle several different engagements. 


comes screaming to life on 
your video screen. You'll 
command entire fleets, hunt 
down enemy ships on the 


Clear all decks! Super 
Battleship is here now. 
Get on board! 


This Classic Naval Warfare Game Screams on Sega Genesis and Super NES! 











Hi everyone, what’s happening? I suppose that’s the question I should be answering. This month, the answer 
is,’’Not a lot,” to be perfectly honest. In the States,everyone is preparing for the CES at the moment and no new 
games are being rolled out until then. 

Of course, I managed to get a good look at a few things. First off, some hardware news. A source close to 
Nintendo in the UK was told that the CPU for Project Reality only costs $15 and has been assigned by a UK compa¬ 
ny. Also, you know that 32-bit VR machine they’re now talking about? Well, it’s the same style as the Mega Drive 
32. Argonaut’s involvement is still unconfirmed, albeit highly likely. 

The first announced third party for the Project Reality development, Rare, is hard at work on Killer Instinct in 
coin-op format. All I’ve heard is that it already outclasses Virtua Fighters in the polygon count. No surprises there. 
Then... 

The other UK Project Reality link is DMA Design who is the other company committed to Nintendo’s new system. 
For a taste of DMA’s more recent work, check out Lemmings 2 on the SNES. Walker, a violent robot shoot-’em-up 
on the Amiga, is their finest hour to date, though. Let’s hope we don’t get Project Reality Lemmings first, eh? 

Sega Europe has announced they are gearing up for Mars and Saturn by establishing a division of 30 developers 
working solely on the new 32-bit hardware. The London development headquarters will create some of the first 
games for both systems which should appear before the end of the year. 

Ocean has a load of new stuff for the SNES and Mega Drive, including: Jurassic Park 2—a horizontal scroller; 
Green Lantern—for both the SNES and Mega Drive. Currently, Green Lantern looks good. It’s got great animation 
and some original gameplay features that fans of the comic will no doubt appreciate. The Shadow is at an earlier 
stage of development, so currently we only have screens of sprite design to show you. 

There are many great developers in the UK, but few are as talented or as well respected as Bullfrog Productions 
in Guildford, Surrey. The producers of Populous have always created highly original software, but its type is for 
the 16- bit consoles. Syndicate—which takes place in a futuristic lawless society where opposing criminal syndi¬ 
cates fight it out for control of the other game (except perhaps Cannon Fodder)—manages to perfectly blend gung- 
ho style shoot-’em-up action with great strategic overtones. With 50 individual missions, this is one challenging 
and brilliant game. In fact, it was the winner of the Amiga Game of the Year last year. 

Bullfrog’s other long-awaited projects include: the fantastic Sim-City style Theme Park for the 3DO, which is 
almost ready; and Magic Carpet—a game so stunning that it should sell 3DOs. 

Other games due to appear soon are: Second Samurai from Vivid Image, which has made its way over from the 
Amiga—definitely one for Ninja Spirits fans to get excited about; and Cannon Fodder, which is finally making its 
way onto the Jaguar. For those who haven’t a clue about Cannon Fodder, it’s the singular best shoot-’em-up that 

appeared on the Amiga last year. (It won loads of 
awards.) It’s designed by Sensible Software, who are 
probably the greatest group of UK coders around at the 
moment. And it’s bloody brilliant fun, as well as being 
painfully challenging. Basically, it’s a multi-directional 
Ikari Warriors-style shoot-’em-up with dozens of levels 
and loads of gameplay depth. Strategy plays a role too. 
On the Jag, The Dome (Puggsy) is including more col¬ 
ors, more blood-curdling screams and none of the cen¬ 
sored blood that the SNES version will suffer from. 
Destined to be a classic. Keep and eye out for it. 

Another UK-developed game making waves is Elite’s 
Super FX game, Powerslide. Rather than making a Stunt 
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POWER SLIDE 
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SYNDICATE 


Race FX-style racing game, Elite is concentrating on producing 1 

the most realistic driving simulation available. The Super FXII 
kicks out a reasonable number of polygons too, and lets you 
drive wherever you fancy—a bit like the Jag’s Club Drive. From 
what I’ve seen, though, it looks like it might give Atari’s 64-bit 

polygon shifter a run for its money. A split screen mode will be ALONE IN THE DARK 2 (3DO) 
included too. 

More news...Lemmings 2 is on its way to the SNES, using the mouse as on the Amiga...Alone in the Dark will be 
arriving on 3DO courtesy of Interplay and the utterly brilliant sequel (which leaves Doctor Hauzer in the dust) will 
be hot on its heels. Another classic for Trip’s machine... 




GREEN LANTERN (SNES/MD) 
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W elcome to the number one video game information section in the world, Other Stuff. This month, we will staijt off with some Summer CES news... 
Sega unfortunately will not be attending the summer CES this June (due to their retail show in Orlando, Florida), but Nintendo will, and they will be 
showing some product that is said to be incredible. In last month’s Other Stuff, we mentioned there would be a total of six games shown by 
Nintendo at the CES. This has now changed; Star Fox 2 and the 24 Meg SFX action game will be shown at the 1995 Winter CES in January, not in June as 
previously announced. We have learned the official titles of the games Nintendo will be showing at the Chicago CES; The first is Tetris 2 (yawn). The sec¬ 
ond, and much more interesting one, is . This new version of Punch Out is said to have characters that fill the entire screen, 256 colors 

and ultra-smooth character animation. SPO is 16 Meg and is set for an October release. The next game is Tin Star, a brand new Super Scope game. Not 
much is known about this game, but our sources say this is the best Super Scope game they have seen yet. Stunt Race FX will be the only FX game 
Nintendo will be showing. However, there are two games in particular that Nintendo will be counting on to bring strong sales this Xmas and put the big “N” 
back into the number one spot. They are: and . Uni racer is a two player unicycle racing game and Donkey Kong Country 

is an action game. What makes these games so special, is they feature . Both games were developed on Silicon Graphics worksta¬ 

tion computers in the U.K. These games are said to feature a whopping 6,000 separate character animation frames. The result is 3D effects that are 
unprecedented on 16-bit. The 200 level Donkey Kong Country is said to be a 300+ Meg game compressed to 32 Meg. It remains to be seen whether or not 
life can really be this good. Nintendo will be showing off their 64-bit Project Reality hardware in a private suite by invitation only. While there, privileged 
attendees will see 2 PR games and prototype versions of the actual hardware (no more, $100,000+, Silicon Graphics Onyx workstations showing demos of 
SGI software). The 2 PR games Nintendo will be demonstrating are a fighting game called Killer Instinct and an unnamed racing game under the 
Bally/Midway label. Killer Instinct is said to be the most realistic and sophisticated fighting game ever created, and the racing game is claimed to be supe¬ 
rior to Sega’s mind blowing coin-op game, Daytona U.S.A. We have also learned that, as good as these 2 arcade PR games may be, the hardware they are 
running on will actually be slightly inferior to the home PR hardware. The reason for this is the first wave of PR games (due in arcades this October), were 
developed on the preliminary PR operating system. Since the finalized (and improved) PR chipsets and development systems are not due out until 
September, the improved PR software won’t debut until 1995. Nintendo won’t be showing their 32-bit VR hardware until their new software show in 
November. For more information on the 32-bit Nintendo, see “Japan Now”. Finally, we reported last month that may be developing Sega titles in the 
future. We are sorry to report that our contact was mistaken. Enix has no plans to develop for Sega. 

#7 SEGA news.. .Sega’s new 32-bit Genesis peripheral, the , is coming this fall. The street date is November 7th, 1994 to be exact. The 

■irst wave of Genesis Super 32X titles from SEGA are as follows; Super Space Harrier, Super After Burner, Super Moto-Cross, Star Wars: The Arcade 
■ Game, Virtua Racing Plus, and Virtua Fighters (for other news and game info., check out pg. 60 ). Virtua Fighters is an arcade translation, not a direct 
port (you know it will be awesome). While most of these titles are still in development, some details may change. As soon as we obtain additional informa¬ 
tion concerning these games, we will let you know. Kei’s in Japan right now getting the lowdown. 3rd party Super 32X development is well under way as 
well. They include: and by Interplay, Virgin will be releasing and a new Basketball game, SunSoft is developing 

and (a one-on-one fighting game), and last, but certainly not least, is Acclaim, who may be releasing 

and, get this, . MK2 is supposedly under development for the 32X and could be appearing this Christmas, around the same time 

the 32X is released. The 32-bit Saturn is on the horizon and some 3rd party developers in America are already hard at work on Saturn projects. Nova Logic 
(the programmers of Commanche: Maximum Overkill for the PC) are developing a helicopter flight simulation for the Saturn. Check out this month’s Japan 
Now-for additional information on Saturn hardware and software. 

Now, we move on to SONY.. As you have probably seen and read in our Japan Now section, the (PS-X) will be released this 

Christmas in Japan, around the 1st or 2nd week in December. The Play Station will retail for about 45,000 Yen (that’s about $480 dollars in the US) and 
won’t have a pack-in game. Selling hardware without a software pack-in is common practice in Japan, only in Europe and North America are games includ¬ 
ed with the system. The 32-bit Sony Play Station will be launched in North America and Europe in September 1995 and will retail for $349.95. What will the 
pack-in game be? Well, nobody knows for sure, yet. It seems as though Sony is in the awkward position of having to choose which game to include with 
their system. If it were up to us, Namco’s Ridge Racer would be as good a choice as any and the chances are high that this may actually happen. Galaxian 
3 is another game in development. Incredibly, it will be an exact port over from the coin-op game. Konami is working on a new RPG/ADV game that is 
based on a Japanese animated TV show. The actual title is unknown at this time. Konami is currently developing 11 games for the Play Station...joy!l 
Crystal Dynamics is also developing games for the 32-bit Sony, as are Electronic Arts, who are making a Street Fighter 2 style game. Sony is working on 
Spawn (the greatest comic of all-time) for the Play Station. Spawn is a 3D action game, programmed by Psygnosis but released under the Sony label (let’s 
hope Todd McFarlane is in on the project). Spawn’s graphics are being done on SGI workstations and are said to have the most advanced 3D engine ever 
created. Capcom is working on a new fighting game for the PS-X. Capcom refused to comment, but we hear the game has Virtua Fighter style graphics 
with Street Fighter II gameplay.Jet’s all drool in unison. See ya next month... 
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While casting was taking place for the upcoming SF2 movie in 
Hollywood, CA., the Enquirer dropped by so that we could bring 
you the latest on what will hopefully be the first blockbuster 
video game movie, Capcom is very ‘hands on’ in regards to this 
production, so expect the best! Here's how things are shaping 
up so far (as of May ‘94)... 


Balrog: Grand Bush 

E. Honda: Peter Tuiasosopo (Fox TV’s Danger Theater) 

Vega: Richard Jay 
Dee Jay: Miguel Nunez 

New Character: Captain Sawada: plays second in command to 
Guile of the UN Forces: Kenya Sawada 


place apart! 


*Capcom is considering the possibility of adding “Captain 
Sawada” to the SF video game series in an upcoming, yet to be 
named title. 

Still to be cast: Ken, Cammy, Zangeif, Blanka, Fei Long, T. 
Hawk, and Dhalism. 


Guile: Jean Claude Van Damme (Hard Target, Cyborg) 
Bison: Raul Julia (Addams Family) 

Chun Li: Ming Na Wen (Joy Luck Club) 

Sagat: Wes Studi (Geronimo) 

Ryu: Byronn Mann 


* spinning 


id Honda. “Ye 
‘being cheap’ 


dressing up in a diaper and sitting on your I 
iball” said Ryu. Later, Honda warned Dee Jc 


iractice. 
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Dear Postmeister, 

I’m laughing at myself for writing this letter to 
you. i just read your magazine for the first 
time. I’ve never been in an arcade. I don’t 
know the first thing about video games, could 
barely follow your articles, but I loved your 
magazine! You guys are kick ass! 

I came to buy your magazine because I’m a 
creative executive at a production company 
and we are thinking about making a movie 
based on a video game. My boss called me 
from the Cannes Film Festival (if you hadn’t 
noticed half of L.A. is out of the country!) to 
tell me the big news. I cannot tell you how 
excited I was! As I mentioned, I am not an 
expert in video games, but I’ve always wanted 
to learn. I am a huge fan of science fiction, spy 
novels, animation, Dungeons and Dragons, 
Star Trek, and comic book heroes. Pretty 
weird for a girl, huh? To me, video games (not 
all, of course) combine these kinds of ele¬ 
ments into a great interactive product. So 
now, I get to take the big plunge into video 
games (on business hours too)!! Psych!! 

I thought your editorial on video games and 
the Hollywood craze was extremely interest¬ 
ing. All of it struck me as true. Everyone is 
jumping on the band wagon. And yes, I hope 
the video game industry does not lose the cre¬ 
ativity that got it its reputation to begin with. 
Your industry is full of ingenious creators. I 
hope that people don’t get sidetracked by the 
commerciality of recent happenings. 

Before I bore you to death about why I am so 
excited about learning more about the video 
game market, let me get to the point. I was 
wondering if you or your staff have any point¬ 
ers about the video game market and the 
kinds of games people enjoy the most. As you 
know, Mario Brothers, Double Dragon, Street 
Fighter and Mortal Kombat have all been made 
into movies or are currently in the works (I 
hope Van Damme can live up to the reputation 
of the game). These movies are based on 
games that are hugely popular; I was thinking 
of making a movie more along the lines of an 
older game, or possibly one that had a short 
life span and is now off the shelves. Do you 
think such a product exists? I was wondering 
if someone could write me or if I could speak 
to someone on the phone about the video 
game market in general, the kinds of games 
your readers most enjoy, and the types of 
games you think would make an exciting 
movie. As I am just starting out, I would great¬ 
ly appreciate it. 

I am still laughing at myself for writing to 
you, but I couldn’t help it once I saw the 
Agoura Hills address. At the very least, I want¬ 
ed to thank you for a thoroughly entertaining 
read (especially your Postmeister section). A 
lot of people tend to think of video game 
freaks as a bunch of strange guys, but it’s 
obvious from reading your magazine that you 
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are a bunch of intelligent people with a hilari¬ 
ous sense of humor and a love of games! 

Good luck with everything in the future... I 
hope you sell a zillion magazines. 

Yours truly, 

Sheri Bryant 
Los Angeles CA 

P.S. I wish I had something really cool I could 
draw for you, but what do you expect from a 
woman in a suit? 

Dear Sheri, 

So you’re one of them Hollywood types, eh? 
Nice to meet you, I'm the Postmeister, stand¬ 
ing high atop a hill with my trusty four wheel¬ 
er, a chicken burrito and a new Power Book 
with a touch pad and 20 megs of RAM! You 
should make a movie about the guys and me! 
Just think of it....(imagine a cheap Letterman 
dream sequence effect here) “This summer, 
get ready for the ride of your life as team 
CameFan, led by the Fearless Postmeister, 
sets out to rid the world of clueless marketing 
people that love to make soccer games. You’ll 
thrill to the plight of E. Storm as he takes on 
the marketing dweebs in a quest for more 
RPGs, you’ll cheer for Talko as he struggles 
for that one all 3D baseball game (complete 
with battery, stats and a full season of 
course), and you’ll chill to the Postmeister as 
he goes under cover to uncover a plot to make 
yet another version of Sewer Shark,” (end 
dream sequence). Whoa, I got a bit carried 
away. Seriously, my babe of babes, if you’re 
going to make a movie, have a look at Strider- 
he could be the James Bond of the nineties. If 
you've got a nice fat budget for effects, have a 
look at either Ghouls and Ghosts, Ninja 
Gaiden, or Final Fantasy. Any of these would 
make a fantastic movie. Our chief Ed. says 
thanks for the plug on his Ed. Zone. 
Sometimes, he’s mis-understood. He loves 
movie games like Alien 3, Addams Family, 
Terminator CD, etc.. What he hates are FMV 
(Full Motion Video) point and clicks. I think 
everybody does (except for the functionally 
un-coordinated people of the world). Keep 
reading GF, we are about to explode! We’re 
growing like a weed. It must be because of me. 
Wait til the 32 bit systems come out, even 
suits like yourself will find themselves trapped 
in our strange little world...are you married? 

Dear Postmeister, 

I have a few questions so I’ll fire away. First, 
what’s up with Enix and the Dragon Warrior 5 
thing? Why is it canceled? “Programming 
problems?” That’s the reason they gave me 
when I called Enix, but I have a feeling it’s 
something else. My guess is that they didn’t 
have the cash flow to spend on a translation, 
or felt that going against FF3 was like hitting a 
brick wall. Whatever reason, my thoughts are 
if we write Nintendo that they will pick it up. 


(and maybe Fire Emblem too! Yeah, I hope...) 
My second thing: When are you guys (name¬ 
ly E. Storm) going to do another RPG special? 
In my humble opinion, you guys should do a 
regular RPG column like Talko does with 
sports. Anyway, the games I’d like to see more 
info, on are: Fedu, Record of Lodos War for 
Mega CD, Shining Force CD, Legend of 
Xanadu, Alcaheist, a big spread on Fire 
Emblem, Warsong 2, Lufia 2, Y’s 4, Cosmic 
Fantasy 4, Monster Maker, Wonderous Magic, 
Phantasy Star 1 and 2, and Emerald Dragon. 
This fruit is mighty ripe. Pick it or it might rot! 
Nuff said! 

As for the new Viewpoint, I miss the words of 
commentary. Maybe you can put the break¬ 
downs on the top of the box, with more text 
beneath. 

One last point. Is the market falling apart? I’m 
noticing certain retailers closing out (Macy’s), 
distributors going under, etc... I just got 
through Bre's liquidation sale last week 
smelling like a rose. Final Fantasy 2 for four 
dollars, Silpheed for 20 dollars, Mega Man X 
for 30 dollars and the same for Bloodlines. I 
snagged Robocop Vs. Terminator for Sega for 
five dollars, and F-Zero for three bucks. It’s 
like I’m starting to have flashbacks, picking up 
5200 games at Woolworth’s for five bucks, not 
knowing of the oncoming crash and its dam¬ 
ages. Anyway, I hope the market stays solid 
and focuses on quality and not quantity. 

Thank you for the best mag, 

Joe Petrancosta 

Supporter till he can’t afford it no more. 

C-Ya 

Dear Joe, 

Nice letter! You’ve touched on some interest¬ 
ing subjects. First, Enix Japan has enough 
cash to do whatever they want. However, they 
do not feel that there is a big enough RPG 
market in the States to justify a costly transla¬ 
tion like DW5. I disagree, as I’m sure most 
gamers do, but unfortunately we are not con¬ 
sidered when these decisions are made. I’m 
sure they take place somewhere at a long 
table with no game players present. Just a lot 
of paper work on demographics and focus 
groups consisting of ten or twenty 8-15 yr. 
olds. Our industry still can’t figure out what 
we want because they go about getting their 
information all wrong. I hope they catch on 
soon. 

As for another RPG special, Storm has a big 
one in the works. He wasn 't happy with the 
previous ones, so he’s taking his time with 
this one and waiting for a slow month when he 
can get more pages. He’s called in two friends 
from Japan to help him on it, so look for 
something really special this Summer. 

As for the market falling apart, I don’t think 
that is even possible at this point. There are 
too many big players involved now for that to 


happen. I see two reasons for those bargain 
bonanzas. Number one: Stores like Macy’s 
shouldn’t even sell video games. One of the 
buyers thinks it’s just a matter of putting in a 
couple of counters and calling a distributor. 
“These games are hot J.D! Let’s get in on 
this.” But this is a tricky business, you really 
have to know how to buy. It’s like a science. 
Your average buyer probably would order 
more Chester Cheetah than Starfox. He/she 
knows who Chester is but what’s a Starfox? 
“Wasn’t that a Clint Eastwood flick?” 

You see, he/she doesn’t play games or know 
where to find out what will REALLY sell. If 
he/she goes by the mags, there could be trou¬ 
ble. I read recently where Hulk got a 5 and 
they raved about Jurassic Park (3D0), the 
opposite is actually the truth. Nine times out 
of ten, the guy behind the counter will be 
equally clueless. Go to a big department store 
and ask the guy behind the glass how he liked 
Land Stalker. He’ll probably direct you to the 
lawnmowers. Eventually they become buried 
in inventory and have to liquidate. With stores 
like Blockbuster, Electronics Boutique, 
Software Etc. and Babbages (where they spe¬ 
cialize in software) around, it has become 
clear to most gamers where to buy, and it aint 
a place that sells bed sheets and cologne. 
Consumers are also a bit confused. With the 
new system wars just around the corner they 
may be a little apprehensive when it comes to 
investing more in their current hardware. So, 
unless it’s a must have game, (which there are 
way too few of) they may just wait. Then 
there’s the fact that there just isn’t much to 


buy. Way too many of the wrong types of 
games are coming out. The way that most 
companies choose what to develop is way off. 
The “numbers” that they rely on are very mis¬ 
leading and focus groups are an archaic way 
of getting a sense of what is really wanted. 
What they should do is read this magazine. 

Dear Postmeister, 

In issue 5 volume 2 you printed, “Vay is 
becoming a great US RPG. Look for a full 
reveiw next month.” “To find out more about 
Sylvester and Tweety, tune in next month for 
our full reveiw.” Now, this month I rush to the 
newsstand eagerly awaiting the arrival of 
GameFan so that I may read all about Vay and 
Tweety. I open the magazine and what do I 
find? No review of Vay or Tweety. What the 
hec’ is going on!!?? Being a huge fan of 
RPGs and Looney Tunes, I was quite, let’s just 
say, upset when I found out that there was no 
Vay review and no reason why. Now, I know 
there is only limited room to print things in a 
magazine, but why is there no explanation? I 
know that someone had to have played it 
because there was a preview and because you 
had over a month to play it. So why then was 
there no viewpoint? Speaking of Viewpoint, 
there should be a smaller scale from 1 to 10. 
Other than this, you should expand the 
Postmeister section and the news/gossip 
columns. I for one, like reading this because it 
gives you more information about what’s 
going on, and magazines are here to inform 
us after all. Other than this, you do a good job. 
Keep it up. 


Sincerely, 

James Puntumapanitch 
Dear James, 

Sorry you’re so disgruntled on our account. 
The reason for these inaccuracies is that often 
the developers or publishers of a game will 
ask us to hold back coverage due to a delay or 
change in the game. We don’t like to review 
games that aren’t finished. The version of S&T 
that we previewed was only 80% complete. We 
never received a completed version of 
Sylvester & Tweety. Tekmagic offered to bring 
it down for a day, but unless we can have the 
actual product in hand for at least a week, we 
won’t review it. There is no way three guys 
can pass judgment on a game in a few hours 
while a representative from the co. is watching 
you play. When you read a review in this mag¬ 
azine you can bet that everyone played it for 
as long as it took to get a good feel for it. The 
reviews I’ve read on that game are way off by 
the way. Vay is now finished and you can read 
about it in this issue. As for the 1-10 deal, 
what if a game is almost a nine or just a little 
better than seven? To be accurate we need a 
larger scale. You need to trust us more chief, 
we’re not against you, we’re for you. 

The Postmeister has a new address!! 
Write to me at my new mountain cave 
(my dungeon collapsed in the quake!!). 
Thank God I wear a helmet!! 

TJbe foStUeirnr 

5137 Clareton Dr. Suite 210 
Agoura Hills, Ca. 91301 




E N V E 1 

We’re back with another batch of awe¬ 
somely illustrated envelopes! Keep ‘em 
coming in and maybe you too can win 
one of “The Adventures of Monitaur™” 
original inked boards! The artwork keeps 
getting better & better! 

Mike III of Howard Beach, NY. does the Metroid 
thing with this scary envelope art. Good job! 


Jimmy Gray of Huntington, WV. gives us this 
beautifully rendered Lunar babe! I can’t wait to 
play my RPG!!! 


Allan Aguilar of Portland, OR. has a keen sense 
of dramatic lighting with this Megaman drawing. 






Joe Boerner from Hayden, ID. gives us some 
insight into his personal fantasy of combining 


This one is drawn by Justin Dauer of 

Oaklawn, IL. “Look at my green hand. 
Look at it! It’s glowing!” 


This is the winner this month. 
Here he is, yup. this is the one... 
But, the dummy forgot to 
include his name. So... 


This one comes from Jon Allegrezza of 
Longmeadow, MA. He shows us that all an 
artist really needs is a pencil! Very very nice. 
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[SEGA 


SUPER FAMICOM 

All games include english translation 

World Heroes 2.99. 

Furi Furi Girls.99. 

Pro Wrestle Revolution.99. 

Ramna 1/2 3.99. 

Sword World (RPG).99. 

Yu Yu Hakashu 2 (Ftg).99. 

The Last Battle (RPG).C 

Final Fantasy VI(LIMITED)..119.99 

Poptul Mail.99. 

SD Golden Fighter.99. 

Fatal Fury Special.99. 

Crazy Chase.L.99. 

Undercover Cops.89. 

Dragon Ball Z 2.99. 

Sailor Moon S (Pzl).-.99. 

R-Type 3.99. 

Battle Zeque Den (Act/Ftg)... 99.99 

Wonderous Magic (Rpg).99,99 

Fire Emblem.99. 

Y'slV Mask Of The Sun.69. 

Sound Fantasy.99.! 

Live A Live (Rpg).C 

Melhand Adventure(Cotton).99.99 

Genocide 2.99.' 

Super Bonk (Prebook).Ci 

MEGA DRIVE 

All games include english translation 

Spark.79.1 

Phantasy Star IV (Rpg).99.1. 

Laguna Senti (Act/Rpg).89.99 

Outrunners ...^.89.99 

Popful Mail...Call 

Monster World IV.79.99 

Kamen Rider ZO.Call 

Panorama Cotton.Call 

Shining Force CD.Call 

Dragon Ball Z.89.99 

Lunar Eternal Blue (Prebook).Call 
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BRE Software 

Credit Card Orders: (209) 432-2684 

24 Hour FAXBACK Information System 
(209) 432-2644 

Call from the handset of your FAX machine 


Send us your old cartridges 

Receive a check back or purchase other titles of your choice 
Prices in this ad are good thru 7/30/94 

$20.00 BONUS 



Used (bemesis) Cartridges 

—|j| Iijp^o, III CD 





;|s essi ms s 

__ iSET s 


To Buy Cartridges 


umu a list ot all the cartridges you woi 
rnative for each title you are ordering. ^ 

Calculate the total for the cartridges you wish to or< 


Sega CD Special 


_I-Chuck Rook-Chuck Rook II 

Cliflhanger - Cobra Command - Dracula - Ecco the Dolphin - Final Fight 
Hook - Inxs - Jaguar - Joe Montana Football - Kris Kross - Marky Mark 
Power Factory - Prince ol Persia - Puggsy - Road Avenger - Robo Aleste 
Sewer Shark - Silpheed - Sonic - Spiderman - Terminator - Time Gal 
Willy Beamish - Wolf Child - Wonder Dog 

$24.95 

Buy 2 Get 1 FREE 


tor fastest jjrocessing.^ 


BRE Software 


Send $1.00 for complete Catalog/Price List 




subject lo avaijability. We reserve the light to reluse any sale or purchase. Allow 40 Jays to receive ciders placed with money orders and 60 days to rec 
orders place with personal checks. No refunds or exchanges on cartridges. For shipping, add S6.00 for the first cartridge and S 1 ™ ,nr “ 3 ' ,h 4,0 

Hawaii/APO double shipping charges. California Residents add 7.85% tax. No COD's. Prices are for mail order only. If we do n 


)9. Nintendo, Game Boy and 
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TO SUBSCRIBE TO 
GAMEFAN FOR JUST: 


SEND YOUR CHECK OR MONEY ORDER TC 


OR CALL: 


PLEASE HAVE YOUR VISA OR MASTERCARD REA 

Call for details on how to get your issue of 
GameFan FIRST off the press 
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Atari 

14-15,22-23 

Software Toolworks 

110,13 

Bre Software 

146 



Capcona 

17,19,21 

Square Soli 

6- 

Culture Brain 

127 



Die Hard Game Club 142-143 

Sony 

116-11 

Dragon Video 

144 



Electronic Arts 

120-121 

Takara 

13,71 

JVC 

40 

Tengen 

141 

Koei 

99 


Ocean 

10-11 

Tommo Inc 

14! 

Panasonic 

32-33,35 



Sega oi America 

2-3,5,9,29,38 

-39,125 

Virgin 

67,6! 

Sunsoft 

95,97,147 

Working Designs 

63,6! 















THE DEATH 


AND RETURN OF 
SUPERMAN™ 

THE VIDEO GAME 
FROM SUNSOFT® 

COMING IN AUGUST 

© 1394 Sun Corporation of America. All Rights Reserved. TM & © 1094 DC Comics. 



Twice as fast as RBI '93 with rotoscoped action for incredibly lifelike animation! 

This official Searts'your assurance that ihis.aai0uct meets the highest duality ItaBdardi 
SEGA-. Buy games.am) accessories with' this seal to^SMethat they afmmjaWe ■ 
the SEGA - 'GENESIS'SYSTEM. SEGA^jid GENES IS are trad emarks~ot SegiTEnterpns 
™ Ltd. All rights reserved. RBI: TM & ©1$87 Atari Games. Licensed to Tengen. Inc. AIUi( 
675 Sycamore Drive, Milpitas, CA 95085 (408) 473r9400 reserved. ©MLBPA. Otlicial license oi Major League Baseball Players Assaoavan 







